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pROlOQUe 


[>o^es £on the ftuntiBon IVlasTGR 

Dnfiofti ofFxkh is [he twelfth moduIc in chc 
ep k DRAGONLANCE 1 scries. It continues 
the final book of Tho saga begun in DL 10, 
Drzgon* of D r cavils . 

These modules re-cve^re the rooditicrfis of 
[he DRAGONLANCE story with rho player 
characters cast i-n foi^ cglej^ftbe epic's heroes. 
Thus Li us jeeanimcudcd. thaL [hip gdveivrure 
bf played a? pan <■£ die uftfuiltuing scries, 
laiiig the player chai^[«rs provided. Lf pkyers 
wish cu uac their UWL"I chapters. however, yau 
■should prrmir chcjn t4 > so. Tuit care chai 
the panv is ss balanced a* rhe character paa*y 
included here. 

'LTils id'^BLtucc may als* he pkyrd as a 
stajid-afojie adventure wiciiaui the ceil of lhe 
icricS. 

'Hue player chaiacrers provided are some nf 
foe heroes of ^lie DRAGOE^fLAbiCEsToryt The 
c^ucpment ifid magical items lifted for rteh 
PC should he lived if yOU have not pkyfd pre¬ 
vious DRAGONLANCE adventures -or have 
not used chat pimay lar PC. before. Ef youi 
pasiy has played previous module? in chc 
sedcs, however, use die equ ipme^ t I iacd on 
the card? plus any addiczniizl equipment die 
PCs have acquired during chen adventures. 
The players may also dl^ose any scandird 
equipment in rhe ADfitD® Pkytff Nand- 
hufl. 

SpcciaJ magical [Lem? ace decayed in rhe 
section titled "Treuurci pf legend and 
Glory." If die chareaer? provided arc Jie-t 
used, the DM sltauld permit these iremv ™ 
their equivalents to be dbtjjbuied among the 

piULy. Read the descriptions carefully before 
sevczl icig any of the infomvatKHi, 

I n BLfi. Drifton* of kt. the original party 
of heroes wassplii iirroiwu groups dating. Lhe 
conquest uf Lhe city of larsES. One group fkd 
south areas* the frozen wastes with jht 
Kmghtsof So!amnia and Eventually joined iti 
the ^O-'ar of Lhe litice to repel thE dncuiuau 
hordes. 

This adventure follows the second grcmp: 
l^nis, CatftiriDn, RaisLUft, Tika. Gold moon., 
and Rke rwind- chc Kccucs of Legend They 
fled Tajsis in the company of Alhajra Scae- 
hreEze, aci clvcn pruiccSS. 10 rewne her ft-rh^r 
ftom the nigh I mirE En the indent tlvCO kiJl^- 
doui of SiinjKsii. They could nnt nic hull, 
bui wece able ict end rhe mgti4aoafe aod 
ar^-Atii the land -A ich the dsv,T in £ hkT ipriiic;. 

if you da uul Itivc enough player? to talcoil!! 
the heioe? as run the tidier? ai- Friendly 
hTPO, de rili™- players to run more than nnc 
character En any evc nc, it is i tjuod idea to- 
keep the tnim bet of playeis a size you ate 
camfortzblc iviAl. 


Iw-g new playce ehitacLttt are icitrodiKed i r 
this adve-ncure TO rnplzrc any l lii.i auL£ti vrho 
might have been lost in previou? advcnEurca. 
Those arr rhe clfjEiaid Serinda -and Ktonn, a 
kendtf waffwi- thief llie?e two ace cciLOiin- 
Eczed d jii:i;: Lhe ftiSL event 

In the PR ACX^NS.AKTE jEiultL-adreniocc 
epic, some heroes and villains fifuce penmi 
nently Ln barer adventure?. If an important 
L-hasaeccj should be skin durinEi rhii idven- 
riLre.. the DM should invoke Lht "'obscuie 
death" nde. This njlc ?:a.ro ritzt, j.-- lo Satur¬ 
day afccJTitiOn miLineos, the citcumstaneps r?f 
dEarh ef ul imptinint character shouEd 
confused SJid the body nac fousid. Lilc t th-e 
character may reaper with a?tury nthow Lt 
rr.i raeuJe-usly survived. Sivaks. a rate Ot dra- 
ccmi ian? ini rodweed in DE.7. Dstgoos of Dghr. 
polymorph into cheit ?loy?r , 5 farm when they 
Hie. TbLi device may he used a? one of the 
methods to explain an ippadcjiL dcaih and 
subsequent return,. 

The DfiAGONLAKCE ston 1 is a complex 
saRSL To n^n n ^11, read e5ic adventure care¬ 
fully, anticipate your ptayErs' arfinm, and 
chink of how L* motivate them when ihcy 
beenmc scurk od confused. In this advennire 
the macivacinn i* char :l:ry aJc ni unfamiliar 
enemy territory and seek to escape, "fbece is 
danger of betrayal at every turn, and chc DM 
shti^ild Tike nee tti e:eair a ftclifij of being, 
honted. 

moouLe Sections 

This adventure is divided incosevr rsl rhap^rs 
that lead to ihc dta.rat.iers" final escape from 
enemy knds. Lhe Kiv have a great deal of 
frcralom to deiermine how ih?y puimi^ chc 
q-Aczi laid bcfuie Lhem in Chapier Si 

A synopsis nf rhe mccndod flow tif Lhe story 
hu been p rovr-ded to aid chc Dh! acid lie Ip 
reduce ibe euufuuu3i uauScd by this freedom. 

Each chaptf r begins- with several rvefl fS that 
tiernt at cenatn rimes, rega rd less at chc aecioio 
or le-:ai ie>nv uf the PCs. Following rhe event? 
are eircounrere thai aie keyed ed specific Itita- 
[iwns aaid uucur only if Lhe hetoe? go to rhe 
appropriate pJux:eS. 

For hoih emetic anrd cixaucilcrs. llstiSe pof- 
rJpn? of die texi enrlosed in ktws may b* 
reveaEed ca the pkyei¥ at the Stall of the- 
enttiuiuer. The teraamisig infacmacicui ii-for 
chc DM and should Oilly b* rev^atEd ml 
response ro PC aciions. 

All monster stajrisrics are located oci chc 
advemuic co^er for cilv loforence. Each event 
or enooufiier lisr? chc uumloex e-f monsters 
encon nrerod and then uiuiJv'jcLons, as well as 
aJlf special cnfoimanan rc^icdsuj^ Lhcir Lactks. 
The dull should Lhen be used for combat. 


tn. a.ddicitin n soTjal new sections are 
included ^nd ■ h" I 1 M should f3.nuha.nae bus- 
jelf widL these sections before pi sy be^in? s 
f.'.h irarrrc ca rd,^ ha.ve l>eeci pruvLded for the 
major NFC personalities .—& lends, foo, 
ncurraLi. The should review these <ar 4 s 
before play, giving jpec^L arr^nefon ca the 
NFtV motives and goals. These c;.rds allow 
die DM 10 role play the X P£>- Undei nci cir^ 
cuinKULcc-j: slta-ij Id the players be perm itted 
read 1 hr^c cuds :i. L - they etiuliui inform k.LiOli 
only for the DM. 

Several speeial tides are provl-de^ and 
?hriuldi lie reviewed so- ttic DM tnows lhe 
proper time to use each one. 

Table? of random events for each of 
chappens 3 :rc ijLCiudcd 5 iere_ The DM may iL?e 
these to add cKriccjncau tc* rhe adventure. 
TlicSc tables include both randan: cvc r>M ind 
Eibrauciicn as well as a nr*- category called 
OJTl^ns Qinrus awr myscexiuuv bzppcuui^^ 
thut may provide a warm ng cu the PCs- L"he 
□M thauld adapt each event so that it suits 
the current ?Lcuptfon uf rhe PCs. 

There l? 3 Iso a section nf n#ijwt and Ecg- 
cck!.-- iiu: the PCs can land by questioning (he 
Lnhnbicants a t j. place, overhe-arirvg. a conversa¬ 
tion. nr ditrnvf*rinj> 1 wtieecjl cecurd. Die DM 
may wish to develop ?omf of chc legends ima 
forthei ad-^fOLures for Lhe PCs, 

finally, 2 ueczrxii i.v uidudcd uu theTALlS^ 
C 3 fd deck Thecae carAs ire CDnurun 10 chc 
world of Krynn acid ice uScxI fot g.-.i T. C ? of skill 
and chanoc Rules for ctuce giunes hive been 
Included. The cards are used an this advenruic 
cu predki flie future ol the PC ? 1 adventure 
and tq Th"i r gnat* for rhem. CciSTauctjOUS 00 
how TO tise the cards in yuur nwn AD&D^ 
idvcncuacr aJt also provided 

Aailiry Oi6cks 

OorixiunzLIy :iei Ability Check is caJLe-d fd-r 
■against one -of rhe character 1 ^ ibjJilieS 
(Strength,Wisdom.etc.) Roll idJOacid ci:-iai- 
pare the result wirh ihc ippcppcizte ibiiiLy 
score. If the roll is less Than o-j cquil cu the 
5 cnre, die aL Lian SUiCcedS: if the roll is grMTcr 
[run rhe seace, chc aetitin fails. 

th-e of keynn 

There xrc several important- dcffEiences 
hE[wccn rhe wOild of Krynn and standard 
ADfl(D“ campaign waildv. Nevf plaj-ef? 
should he midc aw air uf these differences. 

Tftie cleric? have hffn uiiknawjL on Kiynn 
since the Cataclysm, -a m ightyoatasrraphe i bar 
dflirayed chc civil Lied nations snd [hanged 
Lhe face of Krynm. Many M PC clccxa have no 
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spdlascLog -Abs! ir^. since they worship false 
gnds. Irue cktLtS &F good w??r a medallion dF 
Faith Coring rhc jymbul of Lhtic god On^y 
twn ^ods of good. Misfifl kah gadder af heal¬ 
ing. s.nd Fa lad me, rhc CdcSLiaJ FaladJm are 
kirtwil. All PC cLccics troughs into the 11 LLILJ- 
paign rmisr he <;:fgt>ed aligftment and worship 
Diit of chcse. 

There are same evil NPCdetitS who myste- 
iiously have l he ability ic: iu spells. 

In elm advtnciire. most PC elvcj ate 
Qualtnesri clvci '.'L Lire wood. fwpr f^r 
Oclinda who is from 5k i\_i i ^ l - s- e i high t\f £CO<k. 
PC dwarves are all hdl dwajvei, the only 

onej t* tflMtiLvc 6cEQSChtS wUh rhe affain af 
man 

On Krvn<ii the equivalent uf are 

kendw. Kinder rewmblE wizened 34-ytaj 
aids and wear shoes. They have ar. insatiable 
curiosity. ace feailcis-, j:k! hive a. string sense 
rjf Stumor They are <apahk of conn ting fixn- 
irrci reckless jQLOtflsand are im mil nc rofrat of 
any kind. 

En ihis w-orM where civiIieiikiei I: ;■.:, fallen, 
gold hi5 liccLe value The encta I exf demand is 
*rccl far crafting weapons. All normal prices 
ar?- therefore expressed iu 5 reel coin? One 
sieel piece (saI} 5 the equivalent of a ep in. a 
sLandold AD&D - campaign A gold piece On 
K rynn is ihe cqu ivalcnt of an sp ■ n a scanda rd 
sampaign 

Finally. dragons have hem abKiu firem 
Krynn For Jiearly 1,000 >eirs and have only 
recently returned os conqueror?. The L-erroc of 
1 he old legends breeds fear in many people. 
The only dtagum most people have ;«r: are 
red. grecti. frbe lc. blue. and white d ragons— 
all e ream res of evil Stciuce cxlm that cure 
ihctc w Cdt dragons of good—copper, brcuicc. 
bra*s, silver. And gold. Only [he PCs have mm 
some of ihese good d ragoiLi. 

the thus (-as 

To Ll link lhar [he glory of K rynn in rue bud tif 
A ns a Eon. has fallen iu this. Onte golden cs ries 
cowered over ihe plains, arid titc hfAnnees of 
diLvalrous knigh[S danced frnrn arnp mighty 
-tOWr-cr* ab^-e ihe ambef fields The kingdom 
oflsiar, [hes[ar in AnsaLsjLb ltixwii. iheifLtthe 
brightest of u.l\ Tor pes<^ upon rhc land- 
and evil had been driven bsc^. even ^s 
dfagWH had tree n vinqu nhed ftOir'i [ ne la<c 0- 
rhesvofld rlmirl;, £r ilfnlIcJlnhim earlier. Lr was 
an agr-r of glory, a.n a.ge of Jlbghl 

oeveill hundred yean a^n. rhegods LutLied 
aw-ay ill angec a[ ihe proud acrrens one JtiajL 
who dared a[[cmpr in coni niaml rhefia. Atie. 
so Lhc darkness fell, ^nd 1 he Citad>sjri reitied 
iss dark Fire fiftm the sky. 

After rhuj-L dark Limes, man slowly rehnilr. 


buc :L waiapale mCKkeq gfnldglnry. fur mail 
had named from the Hue gods and buit[ his 
own idols, And rhc gateway was Opened For 
evil to reLum! 

Kran-i -nur l he nufth th ry CMie. 0 U[ ol [he 
KhalkiSL Moun(ain ^ 1 nn dark w’ingS 10 Lht 
Trumpet of hOTOS of war. Bearing finm? snd 
flsi-h itlg sw-orj, rhc armies HOdr'iltd at TOSS [he 
land led hy die dtcad jogeernau[s of legend, 
■dragon^, serpems of rhc mglLl io unholy 
union wiLh selfish mm of evil hi their van- 
f^LLtd marched rT^OftSLEOSiiiesf^nm ihe nether 

worlds, corrupted fdrois of Lhe mlg.hiy 
dragons: besii^l dragcinmcn. 

Yet a dim ligh[ of hope burned fa: Kryciti in 
ihe toucheJO lauds. A small hand af seven 
heroes from the rnw n of Solace seL ooc [o seek 
Lhe [die geds- Five ycajs poa-^cd and [heii 
search pECwed Fdii[less I n lienc jlx returned: 
Ian :>■ ha If df, YUtit ihe dwarf. Traithoff Tne 
kendec. 5[U rn.i the- kmgiu. md the tsvirtS Gala- 
il^Oil and Rais[l id. Wie P m:ghiy warrior, i he 
orher 1 tvnicol rhage. Bui Llie sewenFn, Kiti- 
sn. dc^r ^i^rcc of rhc tv -11 iS and bfloved oE 
Tania-, did no[ reium. 

"J‘bcy ^-Ctt joined by [he plainsman Ibvci- 
winA and his beloved Goldnueon. chrerfam's 
daughrer of [he Quc-Sbu ifibe. Coldmooii 
possessed a gife of [lie gnds, a cc)*Mal siaFf d - 
healing. ThiOUgh LIS p^er rhc Ennfdts™ 
nccp^Trcd rhe Diikt of Mishaks.1, [he writings 
oF [he [die gods and rhup- did knowledge of 
the ^-ixb return I/O Kryno. 

Armed v,r.h ih:i bleaie'd ■w-ea.poni [he 
heroes renamed [0 Solisr. nn3y to find Ll fillcn 
ami the people [^S[ into a horrible slavery iu 
ihe hmndiag pir.sixflhc DragOJiarmy'sEodress 
Tharia^. 

Wirh Lhe aid of T*ni^’^ tin, rhe elirci d - 
Qualiuad.aiid chetawramaid I'.ka, a friend 
of ill ?i r yourh. rhr horw.s entered the fof(JOSS 
£Uid freed over flaO slaves. Ruling the dewgus 
oF ihe Drapxn JHighlotd Yeim naard 
Flcn ng into rhc mxiuitLaitis. i retuge w^E 
found for ibe eSc2]>od slaves in W Hopeful 
Vale. I he he:oc* bdived the dsrgers Ol - fallen 
5&uHcap. ancient kit of power foj the evil 
wizard Fisi 5 .r-d^nTiliL 5 , rn Find rhc iecte£ of the 
rmrfgaxc, cm iamo Lt> 1 he kgend^cy bud? of 
the dwarves and *jfc pusiage tti rough the 
mounr^ins ro- [he peaceful bud-- bevvnid. 

Upon ibaL arduous trek, [he e>c-s of ihe 
Seeder p riest lilisran tvctc opened to che way 
ufrlio hue gods, and thus [he 1 ligh Find Tala 
dine pc- entered rhc wOCl-d of Krynn 

The heroes eai-crrd the dv/atveiL lauds 03 
Thcubardin arid lliOEe found lhe Tomb r?f 
□erli.r. dwarfking. arid dcfctLed at laSL lhe 
Dlogon H ighlord V-rrmi naird. 'I he:o LOo drey 
rccovorod the Hamimrr csf Kharas and 
ieuniie<! the dwaneji trfhc^. 


The ntv^ly crowned dwacvcn i:Lng gai-r 
Leave laihe cefugees lo pass through his kinjr- 
dom ro safery. And rhetc, a: latl. G oldmooil 
jud EivCfwind ex^hartge^ [heir vaws and 
be<a me as r^nc. 

BUL was nt>i ra he, for Lhe diugOnS 

pushed dtcLr conquest fmhei smith, and dan¬ 
ger shadowed [he - land. The licTO^S sought 
safe pu*1 ■ c by ship fot [hoir popple in [he 
porr of Tac:us. They diteovcied £0 Lheit lbO«not 
ilOv.- re^h Lhe fsce of Krynn had changed, for 
Jon-ii- wai- now n hiod locked CLtV. 

11 ere came a polling of ways. As dre Drag- 
on^reriy pressed ^n rhe dry, the heroes wore 
divrded in i':rechaos. o?urnn. Flint, lass tehoff, 
Jiliitun. Lhc dfmoid Laur^nfl, and her hraihr-r 
■t_r!Ir::a 1:as journeyed n>uih wiLh Several 
Knights ol !>olamnia, in the hijx ofieap-uring 
a urapon Lti bind the evil dcagnn-i 

The othcix, Tateii, Cai'ai jl03'i. Eaisilin. Tils*. 
GoLdmoon, oredl 3 Liv*rwmd, fled cai: bOi^ferv 
with niLoaidofihe elven princess Alhana Star 
h-rMxe. Fai rhis aid she s-ee the - heroes Si [1+5k, to 
help her Tvin rh rough :hc liaumed lands -ol 
zSiK-airestr LO rescue her fa 1 her, L-Iiac GalcrfDn. 
ihe dfki iig. 

Thar nigheUfiajc je>unie> al lase coded with 
the skying'of ihr green du^it Cyan, and Lhe 
Awakening of Lorsc from his rormred dreorni, 
ihe d re inis di2L twisted and blighted the 
land Hut Sx^roca life: eOuld itoL be Saved, And 
lie died 23 spring budded in 1 he fnrcsr and life 
cevurned ru Silvjcie/li. Albany iOLUrned h-im 
tn rhe earth ojb he requested, rarlicf thin Sur¬ 
rendering him [0 -Ihe flames os wos clvcn eu^- 
tom. Thussidly che hetoes 100k rheir leav^t cf 
the reborn land. 

Now Lhe heroes" iouiiiey.5 have taken them 
north co ch t human lands of baLifoc and 
beyond. Hut rhcic azc-ionqueced Istfl-ds where 
men ^re nor feer and all arc ciugbL beneath 
Lire conquerors Fisc l : rura nui gf lhtJC 3 andt 
supplies are ^cjll lo reinfocte ihe DragonaT- 
mre? \nd fixirn these lands lire heioes illUSL 
flee if drey are eeer E* know freedorr. aga:n 









how to Run Vr\£ aiwcmuiae 

This seeiion explains i hi: steps chat should he 
followed tO pmptjl) DM [hlF fltJwentUCe. SlJKe 

1 he adveHTUm consists of several elements 
foltftd in dsffEieLiit Locations.. t b impgnajit tu 
undcftLartd ho j A CO U« ^ S^ fL - 

Qispcera: The ad>enruie 15 broken inCO 
chapters. each detailing infouiiLiiion likely 10 
twuspd in l ht Otdei they arc nraenitd. Some 
DMs may nf«i to uvz the information pm 
tisder. h isihus valuable to read 3.19 theadven- 
mre co learn wlraL is detailed in each. Section. 

Scory Ei^nti: The it eyems <XCUi in the 
.specified sequence acid Lit the times noted nu 
marcei whede the PCs 5 10 Indeed. ScOty events 
nwvo rhe adventure coward rhe dim ax and 
pieStOl LmpOTianr ijrtHhTJi'iitiud. Story evems 
also ereucc lIiC idling cliar zcic world iS alive 
OOC juvr wairi ug, fct Lhe PCs EO SO- A syn¬ 
opsis -txTthe main scory line is given below 
Time: Because events a« Jinked co dime, it 
is impona r.r thu you keep a record of rhe day 
acid time <sf day. You may choGSe Lhe om* 
day ai which an event OCCUi* unless. a trifle 
dime it listed in ihe text, 

Travel mg: Elarh Lex 00 Lhe WlJdePKSS map 
is 20 utiles s.<: iocs. i low fast li tLacac.ce r n^ves 
depends on his method of era. report a.lion. 

On i^ot - a min can ccosf one hex/day 
MourtLed " l a rnm ran ccoSS Lw 0 h-fSCS- 1 day 
SsJLirig- = -A sm. boat C5 n rmt; ihltt ].-■•.«:-■ iky 
- a boar can tiOSSSix he^ea in L2 nxiuas 
Flying ™ a ereacme uci LT*SS six. hc^ ' day 
(flier must res’: fnr half id each day) 
Tii-e speed of jc'iO'. rjlion C may he aflfccLed by 
terrain, wearhc:. urcuirentS (DM'j -nprmn). 

Ka-id-Ci s'i'i Evcni^: !fiaeh diy yOU ill O', i Id ki.I 
foe z\l£ chance O-f ^ sandnni cvcitL OD th-f ca h«le 
for [he ]i>:a.|r. ]f CVCfir is indicated, y<*L 
d-wide ■Aiirrhci :t OzLQii during [he day oj aL 
ni^hc. Vbia may creaio yo^c owiii events co 
refill cocncnon occurrence on. rhe i-e-id or 
yoo may ri n mnre chaji une e>enc a d*y 
Th create some v^naemn in events, alter 
fie nr if it OMlQe* lip t^'ice ociepboc itwilh aj^ 
e^nc y-ent Snavc nnt used yee. 

£nc*uncccs: ^‘hcnc^ec J^Ci enter s- new 
<T^r>i:m lc acea, CUJlfl to rhac sectiurl lP_ ihf 
book, "lerraan ccicoanLer? ate derailed m Chap¬ 
ters 3 and 7, ^'bile Ka ccieOLyiLers aro lijred in 
f^hapiei 7. In some ci?rs, ajk eiKonnccr are^ 
may bpw acaliftttksn of enowinrera from whDill 
you choose OFK or marc. 

Ruman: A table of rnnsnra and where they 
may be Earned is provided. You may use 
rumurs LC? ptovid? players wath infoimaiion 
sbouc chc locale at any appropriate Lime or 
*iien sperificalJy mentioned in the rumor. 
Yuu may expand upu:i these mmors 
de.si red. 


Adding Detaib: Yoi3 may erracc new side 
advenw res hared osl JoeaJ legends co s^Sd spice 
to yoar game if y-oi* wish. Ycm might also I iko 
LorneatE muse detailed terrain maps. ]f yon 
do, it it cccommcnded thac you ccdatge each 
wilderness map hca lo be 2D hem aert^ 1 : (ucic 
hex = one miJe)snd 33 tines un a side. Cre¬ 
ating detailed maps may prove to be o±"^lue 
_f plavci > want co evplnre nnc bex in derail 

Gertmflipks: Several genmniphi c maps are 
yf0n.ide4 +'>t creacjng yxn Own Jtiin-^ ajid ccr- 
icx. Ybu ran min and macch rhem, and you can 
eveti overlay sections. To feeord y:.u: crcaciuci, 
just use a piece nf j-; j a.p1 1 paper to note which 
pieces j-ou ate md chcir otLencacionis 
Examples uf how Lhe .geo^morphs cm be uScd 
are found in chc L>d*ciunte. 

Claes ei Tnl-H- FinaJLy chcje is-a special sec- 
rinn cm wjitten dues that may ^ dL^uvried 
snd tales of ^dvesLtiates that an individual 
mighc otpedence. Of nott arc chc tile of '"An 
EncredihLc Rescue, K ' which m$y be used tu 
explain a ciiararrcr^ eccusn. when the party 
cbuughc he had drowned oc died, and the 
adventurewachin the Mindw^h of che Dfrjpjfi 
Orb. fd-T rhr-sc fbulidL enough CO rh.nk chcy 
can cmur-ftl it, 

SvTiopsis of the Stocy 

This synopsis Ki^h3i^h-a the key steps of the 
advert cute. P2aycts may fo in airy eT a number 
of d\mi:ons n sc chisis pjy-idfd ro insure duL 
Lht SLO-JV' pco|;ro55Ei mwadd jtsdims^- If ihc 
PCs tfjiv COO Jar from rhe exmrse of Lht adven¬ 
ture. rhe DM diould get them headed irt the 
digh L d irpecKwi by p:uv:dL0g helpfu I mfaccna- 
zikh from strangrr^, chmugh omtns, or by 
warninjis uf placts CO avoid. 

L) The advcncu rc begins wi [h rhe PCs ccuv- 
eling chf ro.qd hy uighL CO avoid drarnniiii 
pattob. Their first tncouncca lias Lhtm res cue 
iwq new PCs, Ktonn and Scciuda, acid possi¬ 
bly \£aylom. :f 1^ is ntt already wirh rhe 
paity. 

2) Lhe l :i C* should be diiecied LOward 
Goodlimd for icifoamatlon and shclrcc. This 
dijection niiv ecirr.c fmin Ktonn. rmrr. in 
cPDTHiJktti >lth die disunited sUvti fox and 
rf bek, ^r frum t stranger of spy- 

V[ Thr- PC-5 should I Ox Cm of the 0 :aeLcS 
rjjupjiei^- and S?Ek her fur advict Ad'-e-nruccs 
tefnh Trepan seurching for thr way todie Oracle 
and perhaps hrm^ rniiled to the Da-iily Pki i^- 

4) Once Lhe TO Lo^rn dieij uhimate pnr- 
p<wo. rhey shuutd be diteccfd co Flotsam to 
hire -a ship The Cnsc cu hi3c a ship is eKorhuranc 
and PCs Should be provided w:Lh rumors 
about where Of how they rniphe axquiae die 
needed fund*. OpporLuiiiLLe? include; e^plnr- 
ing tlLe Daifly Plains catl of Ceodluod wh^-re 




$evrna] mens exist; visiting 1 ^ dau^cjuus 
islands of Elian, sasd cu hold aciLy of wondera; 
rpidinj chc ireasujy of tbe Drajon Hi^hmas- 
LC£; SCeal-ng insio che Ogrebond SCtongholi' 
playinK irt a Stigh-stakes card game. 

During i he juufrtty and while at F'lnr- 
!-jjci . che PCs should hove rhe appurcumty 10 
meet possible ilhe^ md featured vullasn^, 
including Tbede. the rebels. SoviI. Cildcciion- 

gUCj, and KiciaH. 

6) Ac Flotsam the PO^hxiu Id be concerned 
wirh findtng a boat so hire, avoiding she 
guards, -and should he drawn, into-diwow ring 
die secret goal of the ]>irk Queen. 

Othei aesivicLes also occur ducing diittinie 
—- Tbede sri c? co find an.d capture chip Ytji. 

— The rebels try to aid che PCs 

— fleiem tcies ro a^uid the PC*. 

— Jkvi] aids die fCs if it suits him., or mis¬ 
leads tbem if ho • ! ir-eovccs theic identities 

— K 'r. v.iZA uiCS sp its CO Sti iff out maci^SS ^rtd 
then. dela.« ^bem -n- ich mis^i re< rinn 

- Cildentongue se^ks cn discuvct che PCs 
purpose r.iid sends ihem :nco danj^cc. 

7) If Kiriira's luit does not work, ge che 
PCs cecum to Floraam ifcei following the rus* - , 
Bercru is kidnapped hy Sev-JI . Entourage che 
Pf> rn Ilx:j.lc md rescue him 

£) The rtofirt ihat has been chicawning fuc 
woeks srriv^s wich all iis elememal fuiy, 

Wich Bcrem in tow. rhe PCs mosL ilee 
and gvEcnuilly should nestb the ftj.reJw;jr. 
Utlder COve-r cvf ihc scorrn.. Lhey should evade 
any putsuic. 

3-OJ Direec tfcie PCs tow^ed ihc miebccortt. 
Perhaps Kiriaca dbtovers diem a^4 gives 
chase, or th^ - receive a. plea: for help in a ssa 
caieuuncer, of they EE^k rhe key co Lhe Dark 
Queen '2 d "fi'uc. 

Li} PCs should eventually be<slM un w> 
aid “he sea e lwx m defea.1 ing Lhe evi I forexs 
12) Afcer Lhe baule. word .should reach che 
PCs ahnur the following: MaT]uesi2 acid 
friends we re eaptuTed by pii klus , Eerem wss 
sighied headed couiiri che Minas, and the 
Pticchon was washed ashnm nn Karch^y. PCs 
should be enmunged CO take apprnpiiace 
atlions. During rhss nine Lady LtflgStrien and 
the H.ue 'K'ixurd should joi r_ rhe paccy as 
s! s.vcs. AM paLhs evTfnmatly leid cu 

KaiUuy. 

li) The PCs shuiiid expUae Lht gffiomf 
rowrr, Thinking that Eetcm IF there. Heic Kit- 
iara and hkie are unrttasked and t^p rhe : :, L^ 
i r. che euwef. They th-r-n fly norch aTLei Btrem. 
Pcrsi.3?dE rhe BCs lo pursue ^i:iaii :f the) do 
nuc du SO 0^1 their own. 

Kj Tibe final confronrarian btLween Kili¬ 
ars and she IN^S should occur afier ± mad 
chase. VictOty snems :n Kit’s lap. but Ihrrem 
male*3 an unexpected escape- 











0?j .Vii/e % j:it rf a ikklif 

■v : ;-> ^iren irrad u cydW dtffrujeJ tfrie infra 

l|; " (tfutett tfjf the temple, pelting rtf t% With 0 

-- ' ?jirz ^ i-?!u!i r D j jV. -0 ibLt.rj ike stem to ri2£f 

2’: ' "' limning far it deleft 
: :i EfftJt/cjJjWi'i^ JiflW JrfflW 

f flfutfs L-fit- land, tilling tales if itwif ^k^^rwr 
gg\ fffej bttlt^ 

t- J\ pill spread over Cj.liliJj'zjjil) dirvl /"fpi'it 1 , 1 : 2 rU? 

g? the merry bender Were found huddling beneath 

;■ their beds. 

^f.' lJ'^I night skg di jVinV-dTi! l^HW+V 

f..; ■ JZlVlV Qods 'EtjC Q?ti} 7td Night Candle. 

V-':i ibd - hhclflnme, the living destroyer of life* 

^-. \ hilffizd again 117 the Jttfrnfrj? Wfr, Nvjlam 

r^'- ^ bunted aVl SflifZtKrJUZ. Flr'f raged across Ike 
~ plrzius of 'AhanasinzC, scouring the iond- 

FW $ptf .fir'iJitt the count M of the Knights 
fL^\ ad they jL'ii-jJi-! to redrm him Jfl War. 

-, In my QWC] tin \rnf'£7\t\fohU 

1-7 tfJiaffi mist obscured all Only on the thirteenth 

iky could I lti! W id pen to paper. 

.- ^ L"r^ CflflW jwffl Sc^JKtflfa fhtif fLf IfteS 

Were Weeping bloed. Trm Qualmtfi cant? an 
alarm d/ oFwmaJf funrid riflW- Dorris told of 

^ i; -f to'J'ri LTrJL^ JUT fiftS /Wifi, rt'ibP 1*4: TUtith&n pQfU Spoke 

fe^> L.f tlIl? tidts ihiit Waikei through the streets. 

Andfimfly r the Cords of 'Doom a m) ni 1 - 2 fi y 
^ > L^Jjf.r keeping TttQiMtami bekhedfprih riven of 

E : Ufa i?r^ ask. 

: - CJhfaugh oil IhiSt few Were the caiwlties, 
hut the worst h-'j. 1 ! at hand! Diemen began te 

^? : -... ibike the ltl7k{. tffindiTtg aWa^f the u^o of jitc? 1 
0$ if so much wheat. A 7?\\ghl\{ ftwf fUA the 
kSl-- air. And the iku rami fire 1 


ihe $kiy af htor dimmed fjt+. Age hew to 
Us close. She Kmgpfiest SOW demons in 
shodoWS ifr?*;! despt iV in the night. Sj'ppIi^' bg 
his righteous pride* he tfwrJJ summon the 
Very goil la A? his bidding. 'F/am the he07t \f 
the ia?\d 7 fwm the Oemple of IsUtf* he spun hn 
folly, drawing from the essence e} the land ie 
strengthen the net he would cast. 

How swiftly they forgot the prophesy of 
Faralon: U)\o! ij e^er .irziii-i m pride should 
C.holle?ige the gads* W$£ he tide tkz World. Sul 1 
the gods Were loatke to destroy the itvlTJ-fii 1 they 
created and j: L :?1il Warnings, Obese Warnings 
Were thirteen. 

— Clhe gees* hands WtH be withdrawn 
Mon wiil jace his deem alu7\e. 

■— iJhe shj Will lament prijl beat the earth 
With its tears and cries of anguish, 

— Feur shall Visit thr knd- 

—- Eight will he devoured^ hope W\J!jlre- 
■ — 'Darkness liiplc? despair Will be rekindled. 

— Clhe jkme will fail on the hearth. 

— And the pkins will he dtansed. 

— j 3rothe7 will tuM against brother. 

— Knowledge Wilt he veiled. 

-— Our children Will bleed J^p' our ,scri>. 

*— Nature will turn Aifin in Ontrage- 

iy — Ohe bounty will end and the blood of the 
|W will Wash the blot from the earth. 

— Arid fi?ipily the earth will aWahen! 

r But the Kingpriest in his pride did net heed 
the Warnings- On the hWe of }jule* ti time 
aiL-'H- 1 haeWn OS the Night f 'Doom, all hut 
clerics left the: world for lt higher plane, never 
to he seen again. 


I UK FALL OF ]STAS. 

hpij 1 - 1 1111: rCOMOCE LUOtsQli OF i - LjnM_iy Or 
P. i y_ANTHLl^. E/MQ-KtJd'hJt ut KIlY^K, 

IX THt y|;i5T VEAlt AFTltt flit CATACLYSM 


























































ChAptec 5 : thepRophecy 



how LO SMI ! 

The idv-tncuii in DlL 2 begins SLlxmt a ri ii:■ i l rhi 
af^r i he playrr characters awakened Loeac 
Caledon. i he elfking. Leaving Alhana S\-kt- 
bzeece. the e Itki iif'.-; daughter, behind ig 
mourn her faihcr $nd begin co rebuild 
Silvafiesci, the hzKtt journeyed rtftfth tu Bxli- 
tor. Disoovettng they me now an enemy-held 
I inch, they reek pa^p.? cm 9 boat co the free 
lands. Du I Lhey 1 :i l :-l fc-JCCtcd l ;-.ur jL-L-dy, so i 1 . 
not t5> dtrnv the mi-cn-ion cif the oor-qeicjgcs, 

I f ) our pl ayer haw played DL LO. D/igons 
of DlCiit]?, you huy wxnt to create a <mall 
adventure ro bring [hem co eh is pfrinc. Ef they 
find a boat 00 cross the Bay aTBaliJbi ic should 

■^roij- in Li vLL-ini or Lie macked arid indlcd hi 
1 ihiid-x.ty d raggn \ r £? livenc L M 

If vriiir player* are net* ?o claC Saga. you 
should shore "The Story Thus Far,' an pij?e 3. 
with them before beginning play 

Note that Sennda and Kr-onn do hol begin 
lhe adventure wiih Lhe party. \P"iih the puny is; 

1 hr NFC dm id. ^ylom Wyvemsbane. Ic is 
important that ihis Scatter a*i_om pariy- the 
patty. Ef the players have neit played Old!) 8 -, 
WayEcun us me-, v, irh Seritida and Knorin 
The pact> snares ibe adx-ontute in Eneuemtct 
Aita 6, ifi lire hex with the - s-rar. Thi.s is- dune |x> 
muve rhe advenrutE swiftly airing 


7 " Events 

1 event l: fmcn&s u> neefc 


l he [see.-; and is anernpcing^ [o capture - dtem. 
Waylprn i? here if he b jflOf with the pmiy. So 
tar each has taken Ids points of damage, and 
the ec sue tout -dead hobgoblin* 

This grpyp only carries 2d2fl ioppen \sites 
crcciii vMjchefi for Pocl Balifot ™nh cighr 
SLeel. Tltcy kiiciw hi i Ic, bin; 3 re under OjdetS CO 
Mp jsrear^EJs pnd capiure any who seem odd. 


"I he journey from Silrartesci has been tong 
;in 4 tiresome Ybu leave eliaL nightmare 
Sand to maw* ke a io- [he song of Spring. But 
:r remain? ?liallowed, :CS king giving hit 
lite so renew cite c-jj-th. 

The land ha.i fil^en ro lhe conquering 
armies efthe Higlilordi und ilidi dracon¬ 
ian minibus. FcectlxMn if i tiling of [he 
pi,sr safery hus a fleecing shadow. The 
land has f^l len co hand dents, jnd ™ty 
iiiljii jiii|fht sell I i: ■■ htnrhei. iilvt ■= nr.-d chei? 

km ?re hufined and any resiscanee seems 
useless Your only ptan is co caise suffieiLnc 
funds lei IxKtrd. ship it> rhe free ^escern 
lands. 

Hiis eve's journey Es iuLecfupLrd - ^ud 
den fihbULS sutd ike sound of a. ha:ile 
ahead. 


evam: 2 : Teavtdmq 

The Drag*narmy has ^rdecs Lo dciain any 
who appear Hielcl and ig bring rh^m i-.> ffe-LSiirit 
(A rca L ^) fur qitescio n ing They arc also hun i ■ 
ing eKes and clfkhi. su- well Si rehe Is. Musr of 
Lhe iCrtty tues ia> raprume elves and rebels CO 
gam rhe higher reward for li'- Eng enmuiULls. 

Rebels muh sc ranger s frsxm hidi ng ptim 
and tty to ten the"jr sympaikie^ h-^f^re revtai- 
itig rlbEmwtves. kebels mighc offer aid co 
[hose ca^LUred -or ait-xiked hy d ritcni iaeI. 

The kereTi Eia.tx: ter either travel by ni^iit or 
assume itomu son nf disguise, Following ace 
che chances chat rhe psny will be discovered if 

ill diSgunc;. 

Wt-zpon bearing her<^ « detained 
Hidden, buc v/ern weapons = + ICto 
Fatrliet girb =70% 

AEcirhaitr.s = ^0% 


Some 200 yards deiwn ibc road, where a<g-ji 9 e 
uf craej form -5 pwl of shadow. * SLruggle L, 
raking p"ace. Ef etie PCs JisLem. tl^ hear i 
^ite Sweating In Silvanestr klf. 

A hohgublm patrol of 30, lead bj a Bo^ak. 
h^s d Covered Kronn and Serinda hiding in 
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ChapteR 5 even ts 


EnTerc^-ncr* — 40% 

DiagOQ soldier parti =* 35% 

(PC* viz asked for oiden) 

Soldici w/pdsnncr = 

£vtnl 3^ A WAomncj 

tf li 1C PCsatC SliSLoctl the roffll after three days 
and have - not turned toward Goodhcnd, run 
chu event. 

Haifa nnilg ahead., the road runs chrgugh 
boggy land and a squad of dra-EOCijaus 
octupy the uwdv guessjDm ng u small mei- 

esin’ll putty. 


The pattol conssjesaf 20 3ta^ and a, hum,an 
tinder (see Men, Warrior on dun). TSn«^y 
roiuruLtiiij with a small wwwL-Jikc fellow as 
they examine cLio merchants atl4 [heir eacgO. 
Suddenly they haul a main off a wigOJl Mid 
disarm hem, then the merchants arc handed a 
pgstgr and waved ub'l. 

Ilit PCs may remain in hiding, oc -question 
rhe jnerchanLSiS they pa*?. They hive stO love 
of dn^onian!; and will ibow PCs [he pwtec’OT 
djop it ■as ihey pais. These ice just eight conr - 
men men trading 5n pfLtS and poLtciy- 
lhe po*tet SayS the followi ng: 

Hli\fARD[ 
for capture of elves 
used their kin 

Oprured: 15 sserl 
Dead: L Steel 

If che PCs reso^ rhe eapLutcd man, hi? 
fiam^ is Prey-in, a rebel, and he will rake lli£ 
PCs co mccr chc Fox, Encov-ncer 3515- 

event 4: lien&cc Catch 

When [he paety cncciS Goodtund (Alois & L- 
Id) fur the fir sc lime, road ?hc entouncer 
description add then EUJl this event ac ncfhi- 
fidl. 


Tl^is evening is wvsprt and gray. A chill 
wjnd how It. Y<m m&vo boneach che moon¬ 
less sky with only rhe waji light fcomsspe'-l 
iu peek out yQUt p^ih. 

Shortly afrne nightfall a dsagOO is sighted I le 
approaches from chenonheasc, rcmittiing our 
uf Hiissclc range. He wheels in the wind us if 

search-ng (he ground, and theft moves OJ1. 

WiiyLofn counsels ihac rhey seek shelter 
deeper ui the woods, "H”! is niff hi che woods 
appear hhrk und twisted The moan, gf che 
wind and the-creaking and rustling oF the trees 
make ii difcicnit CO hear each -mber. 


On-ic in rhe woods, a small JlguEe becaks 
from the bcush aArd mns off down a ccail 
toward Ke^dorninrc (Arei 12). He seOMS 
injured, fus he HI OS with a limp He is actually 
cJio bair for an lmbush and he S tics CO rhe 
PCs l* -chase, 

Ef rhe PCs puiSLt they evcniic?lly fiijd hirn 
eolla&sed. I; : m^ face down on che ground 
This is a Lrap. Hie suaw dummy lies atop a 
oov^red p 2 i. ]|C fcnnL oF che pii. hidden bj- 
leaves, is a nee 10-feet wide. WTien someone 
faJb into che pic (O-Tigr 1d^ - L). the net cS 
sprung and SOates these Standi^ gn it. Hit 
person falling in the piL lS CCiH^led in i r^rp 

and cannot gee free. 

This L a kinder ambush and *iiou]d be 
made tn &cein ominous They 5C3y nu^ of the 
I if hr, rhiawing wacei and dropping cloak* 
iyvti light EOUtCO-5 from rhe trctS Overhead, 
["jiltg pikes and rheowi ng rorcen sqmu:i. they 
herd chc [■:mZLiiici l; pictCy bone?ch some 
vi-eighced necssnd eap:iire chejn. PCs ^hoare 
caoiurtd are bound, gagged and bJuidfulded. 

Ef chg kencicc aie diS-eOvtced OJ tllO PCs do 
noL folLo^ ihre bait, hue c^ack r. Ji.ce;. they imd 
rhe kccidcr eicnp. The ker.drc caEnp in 
bomefcKs qf tcccs, using snvall hamm^kp and 
fetes in day pots Thccc are kendot and one 
leader. They are w?ry nf and only 

cake dime lu Kccldctmore if they surrender 
their v-^ponj. 

Go to E^onc 5 for rhe jnueney cu Kendet- 
mqre. 

A tirKsorrie 

This journey should be ton swiftly wiih nn 
cictLiucUrrs on the way, unku rhe party is fret 
folend u hand. Hie kjfndrtcake the PCs dong 
a fgTesr Track cu £ iiAil] Ixrat on iht Brisde 
Pivet (Area U). I'hey sail duwn CO Lht tWk 
-?nd rheji pule up the Willow CO Kcndcrmufc 
in one day, 

]f Lhe PCs ^ere tapcuEsd. they are chio^n 
across fh? hack^ uf some J>OJlics snd carried ru 
chc rivctboJLL. This IS ar. unpLeiiani Clip for 
ihr P<j as they ate bounced around and 
jabbed by branches, ot dropped in puddle? ot 
wi:cci. Hit eniioc crip h mide in ominous 
silence- 

Gvtni 6: \ £tfw.ncr£ U^-loonnc 

Th^S OCCUn; when lhe PCs enter KertdEcmnre 
(Ajri t2). It clicy <smc-^f rheic own will, They 
are lead through CO a hall escprrrd hy yuaf-ds. 

if they arc- be ought here as p ri?onecs. rhej- 
ace tacfkd to die hall and dumped on che 
fhttjr. When cheir blindfolds arc cejriuveJ. 
chey arif rr.mncictsccly blinded by che hri^m 
I ighc Ejinjghrer and applause fill the COOJn 


This room is filled from wall to wsP and 
flueiC IQ ceiling wi[h Eji^ii i^y t . nudging 
kinder. Obviously ?om.r sprr -of f^asc hall, 
there a re long labLd, benches, and oinace 
pillars. The tuU is 5 i“i f™ iall. Despite the 
ga:ecy. ynu uotiee thiL many ker-der hive 
weapons drawn aud Eeudy. Three gtim- 
lookin^- kendei in Hnne-lcugcb vests 
approach 

A r first the patLy is *ECU«J of h^ng mccec 
njines or ;spi^ of cite Highlords and taunted 
with dice ihrescs- If Kn>nn L with ’iItem ^nd 
spcik* foe Lhe patty, che kender ™-yp goud- 
nalured harlxs wi.l]i him abocn hi? choice ^>f 
compinwms. Hcty demand Lhac h-T prove he i.i 
who he K|,Tkir bender aac - |oSC having some 
fun it Lhe pany's eypen^ 

After several manuics.ot cfiL is poinied out 
chat tl&ece are elves wirh rhe party, i Lai I ben¬ 
der with graying hair Leaps down from * chan¬ 
delier and shgui? "ticiuu^hl Iroagive oar poor 
manucts! Wekome CO Krndermtirc-! Wdeojcic 
bark n:«u!'' 

This is Kmnin LhiuleknOl. maifshall of 
ftendeimore arw3 Kcnnri '.^ fathec. Hr ordec a 
fcan uf roast pig. vdne. bread, rhecu, dried 
fr.i !lt, fi.ih. and vegetables. 

The PCs' we^pnns and gcir ate rettiftied. 
chuu^h some items are mksirvg ai>d sume 
piec^5 are tiut tlitcCS. shoid-i jnfurm 

Kronn chat he -vid c .viiiua.ly he able to steal 
bick yl I of che patty's ge^ r before they Jcavc. 

The frasc is swiftly stL foiih Mid all bu c trie 
PCs have a grand c-mg. Thefcuc is vtty LnFuri- 
aun^, Ibr icings keep appe;n::| and disap¬ 
pearing !^-:f:n-r die PCs. They find leader 
children and women tugying aL iliern and 
Jeoktug in Lheit peckecs while bender iriaic* 
slap rhe.Ti on chc bisk Tliisshoi-ld b^ played 
as i comedy of chefis ^\d ictucris. 

Kunciw* ]nay be gathered duri.iF; cbe feed,':, 
selecting either from chc rmaoj Lhartor these' 

x t je 3 l n-nian paLtols rarely ^ome here- 

* Ogees parr-:>l che ai-ey ycid laavc killed sev- 
eral binder. 

* The ruins of SCendejmore are nch ml irea- 
sores and -rb-r-^en. and uc an interesting 
phee CO visit Lf cbf Pi~x w\5ukl like a guide. 

The Pcopheey: At some lime duritig cbe eve¬ 
ning ^cemin tasoally jneorlgns a warning he 
reived from rhe OfM le of the Worlds, CJiar a 
band of heroes ^ifre-d by ihc gucb ^ould pass 
through Kcndcimoce. He «as cold co cdS 
Lhem rhEy would be wise 10 seek hf-r n lk. 1 tc 
wonders if che PCs have seen any iueb heroes? 
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The Ofiek HSiid Lij hwt the ability LO lead 

[he :Jte-n- : of Fair and ca n .show l he b«r pj:hs 
L-ac^e. Kionin dots not nemetm bee rhe way co 
i;he Grade:, nor d ncx an/ orhej. There ls -our. 
Master 5pi>\ who migm be sought for dirfic¬ 
tions. Hi IiveS ll 10£- Spj ingfalls :j.L Ll it SOU Kt of 
che Efrisilc River 

TJli: Gift: Al the end of Lhe fttsc, a womsm, 
dangling hire feer from amp j. pillar. Suggests 
Lheif iglftSCS be gwm a gift All che kcjidcc 
agree Lu>d there L asbonLing. giggling disais- 
ii-Mn. h is derided rhe :"i!; iSta he :i iOmpiuuOn 
CO 50 slong wfrh rhen amj return wirh rhe 
story of theit great advenetue 

Kronen thoorcs KmnU CO go. Kr-OiLii s 5 both 
phrered pnd jeered. I C-c ls rovtcd ibnur by-icv* 
pea I ke-nelpr, d":i mpr:d in the punch bowl, and 
finally toiled down the carper co the PCs' fees, 

The fcai" li aver. 

event 7: k^omn's Council 

Kranrn :■? i wise krndcr, is lumdctS sod 
may be soothe for advice. 13dpw arp hE? 
response*: 

tf 'lrrre ran rde - imuu hiic a The ortEy 

pm with free ?hips ij Flotsam (Area L^). He 
Ills heard oF someone known as che ISIoucFc 
Capcun, who i:- sjilJ ra be fair arid dose 
I pped• 

Kent- much a sJup corc* He th in^s 
.several rhousaiid KrccE 211 these cough tuTLCi. 

Where might J hey find .nirb mnney? J Ic is 
unsure. He has heard of two mins in che 
Uairly Fliiii.s (ljq>cnds-2 and. J j lii-.I of avilley 
<T in the Ogneland* (Legend Lt>J. Oi 

they might try co steal from the Highmaster r s 

Etea-Kury. 

A/ow^o 'hey nfarn rThnsamlr is four days 
jou rney overland co 1 he w-esc Or ihry pan tea■ 
s e I to r;ie lli-lse iel uhe dj.y Culd Jiail a dip. Of 
he offers CO help them eaieh a small pirnc 
ship. 

.sJinu^d J-hcj fitTra/e of 'SreWjj/J? 
Wxc<h OOC for Og r^5 a ad alw irgremh. 1 \r 
^:ve 1 hern a ruk^CO idcutzfy Lhe'Ji.l CO a friend of 
hlE named th* ] r ay. 

If they deeirie to arraas - rhe piW Kcon: n 
says there is □ seentcOvtrthat pirates ofrc-fi use 
ac Norcrach (Atea 16) 3nd ^aihcrs ]5 lender 
lo with him atid ih? herow, 

&: An pteimg 

As the parry picparn tu leave Kci:deuiiu;e. 
they get che eene feeling that .si--meo.rLe is 
>au:hing them. There is an Envhible spy, 
IjuLdenron^ue rhe Aurak. wha is uJse< stadeh- 
.nj-; :ar rhe OeaeLe. Kc f;>l.;m a s ar a diKajn'c. 


eveni 9i scAKtiimq foe spe^ 1 

Kror.n dee^ rint know Master $prv ! , ^ur he 
Learns rhe way co SpringfaJIs (A rea L ?} atid tan 
^li 1 d" rhe parry rln-rre. L\r::s:n reco^mict adaiLV 
of che kendff snares snd wamsr^s alo^g iM? 
■any and kno^s LhcrTj to he mostly harmless. 
Von shooU cake Kronn's player a^idc and 
eiplain this to hid. Kconn m-iy do as he 
wishes with th is knowledge. |iasr Let the plajer 
know when chey I3te cncovnce^d by nodding 
at him. 

The journey to Sproijdalls fairly uncveni- 
lul, tviar run three af the .small keirder 
erKoujicecs Listed Mr>der Goodlurwi fl^nooiLnc- 
ers 1 ] & i4). 

event 10. rn^xen sprjy 

Sirring behind a c*ck in the clearing is an 
elderly kendci with xprnisles, fishing ui the 
pwl He is si: rly ^nd does not I ike co h ive his; 
fishuiji iiuetnjptcd, ^n lhayjgh Lhtre art 
fr.sh in rhe ptw>l. 

)f qciescioned^ hf- ^n^ver? in a mde and 
touiidabftia fvshio:i. Like the stereotype- of an 
Arkinsa^ farmer. ej T the .VfiaJtej't hadtc is-at 
the cop of fhc rliff,'^ M E 3 nw wmrld I know if 
he's henie. I haven't been chere ” This fellow 
ii Marigold FeatticrwhisLle Spry, buc does ool 
admit A. 1 Le wants m be Left alone. 

The < liff is sl ick ^nd dan£^roi L s To cl imb co 
s)te Lop requires tliicelOcxtcjiLy Clieetsac -2 f- 
10%) Using s iopf climsnatfS rhf penalty. If 
■i cheek is failed the thajaccej falls. On a sec- 
and 3 )txi rn 1 y C.k r: k at >>t n J: l - l ill IIIi: 1:1 isl.I 
on a hra nr h fo: 3 d-l p::m:s of damage, lil^r. he 
falls ihL-a che pool ac che ba^e id-1) 

The dd kc 11 : 1 c: doe^ not appreciate theiti 
:W"arm^ rhe frsh, snd wondcir oJoud why they 
do nor use ihe ladder behind che waierfaM 
TJib I adder is sliiJs vnd se^ui res one Deacericy 
Check ics- use. He cxiu rhmugh a cu jlillL at rfcic 
cop 

^■’licri Lhc PCs icLutri from die hous5piy 
adinus he is ihc one they zrc J1 111:■ fen. I 
would not live op t]Lece—too dangerous!'' He 
rcILs rhciu the way ru r:ic Ozutlr if rticy prom¬ 
ise co L-eave him a3or_^ 

The way co che Oracle, he says, follow the 
livci east :o a divided tree. Then ruru dim 
eionh till chey rome to i doghfad rr-:i. Then 
go southwest till iheyoome co the scony poi rac¬ 
ing finger. rr.>i:i rhric they i illsI. CfOSS 11 it 
Yeechof 3>espaEr. ence" 1 hr Oap, snd pa^ rhe 
GuiidjLu'L. TLieie is Lhe Oracle's cave. 

l'hcse dimes inns le ad slir pjny m a rircir, 
bringing chem hack past the pool stk! a half 
mite to Lbe north It is evening by che cime 
they rrsurn and S-piy n lj-jm-:. 


Gvent 11 . the Ito^cse 

The cop of chf pmnacle is ^rpc by a odd 
wind aibd chert ire patches of Ece ^nd snow. 
Spry's Ikiuk Kits nn a .spur nf rnck and is 
rrarhfd hy' a rurkety ok! iop^ bridge. 

This hoiise has been -abandoned for ^ats 
and :s nuvv me lair nf a racr Spry Sis'cs in a 
ctye. The house is in disrepair. Doors ace 
wai-prd and aiar. 

PC 5 -scudymg sbt: house nr*! a jbwdowy frg- 
ure moving aboui on the fiist floor. Ff che PCs 
dccidt to tr-jEch Spfy h i bduic, l hn tan 1 fttfean, 
:riaSun^ saunds as he ^urs wlia h shautd ru:i- 
vincc che FCsihac Spry is here, If che firsc c^cr 
is slain, chere is a second one Eo Lhe accEc. 

H L. t'ranr Fnir-ih, Tree, and Vcnndj: Hm rail • 
irig is weakened in scveraE sipt-ts and Lirrahs :f 
someone leans against ii (Dejaeriiy Check or 
fd] to Lhe pool be low). 

112. 13nay layer Candhsnrk.s scar.d nn lirrla 
shelves *nd sevrr : a3 landse?pe p^ifuiqgs deco- 
jilc ^]lc wait. As the PCs enter <hey be-Jtr Eool- 
srrp-: rctrear down H3-. 

Tl3, pr>- Hallway: Cobweha lisnc tfom 

corners. TViey can. hr-ir breach ing in H 6 . 

H I. Spiral Slim n/.-.-e: An aid efciaiideEici hangs 
1 a [he middle of chi^ room ITifre is a spiral 
scaitcstse going up. A small cable :cands on a 
L-mrnpled mg Eliding ihc trapdoor dow n. 

If rhe racr :.s up^rairs ar "Jus. p:Mrr, he will 
chio^ a ieicli melon ac the frrsc one who 
climbs rlic ataEra. If hie, the charaercJ 9 retches 
rnrthiiM- rfflind^and i-^ai Smr ngrhforsix 

curns unless washed ^ich alcohol. 

115. Guesting HaU: Wmdaws open onto a 
spectacti 1 st view She fii-rmTuce hrrn iswiied. 
fallen behind ^ cushion is an old poefon hor¬ 
de. lr holds a priori of *upef hefeism. 

H) 6 . LiEmry: The laer wau.< here for scon cane 
loeuier The windows are draped and it is d im 
inside, so chose seeing *he caer m ighc mistake 
him for a '.cooped aid mui. He knocks n hacik’ 
shf[f ov^er on the fir^i two who enter fnmg 
Zd-i). TTirfihe flees Lhrougli Lbe opposite door 

?nd runs ra rhe spiral scam. 

IftW one comes 10 chf- library, hr wi IE ^limh 
the tree tu the second ftoor. 

EE 7 . Kirchc-n: Ihis cooun i: cm^-rcd with dire 
and grime. The floor is coir ng. and if i he r^e^ 
fred through hece. he jumped from -one 
counter to ihe ncxi. Anyone w::.kin;.| On Lhe 
t]i:-jj ha:n a 2 in 6^hjnr-f pffaLling thraugh. If a 
DwKcciity Cheek is nude, he r^Lrhes himself 
arbd cakes only prunes of damage, bthet- 
wise hr falls all che way 10 che pool 
HA. HjJL &. BaJeuuyi Tjiis is an open hillway 
and par^li« of snaw rrasr che floor, tt :hc ri£T 
precoded rhe chararceis, hr :s in HI I. 

[f iIlt L-liarai.Less havr F-oJEowed the caer 
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Chapteu 5 events 



thtOUgh H] L and 1110. nr if rhe taca fdlltiwS 
rhe ill a.i ;.l II i a , be is on the tree. The rat^E 
the tty hranrhr* sknuld attract lj character LO 
the ite-C-M-L-e-d balcony with rowing railing. 
The zacr ait*tki LO Steal a Chirac L^C P S weapon, 
causing the PC re :i"i m 5cL - a Dexterity Check or 
.slip and Fill. Once che ioer a we apart. be 
climbs the rrEE m Oll- xiLk fHSji) axid ^aiLS. 
H3- S&Jon: This room has a faded red ru^, 
three cud >.h j in . ;nid ;; side Cflble Within . ; :r■: 

] .(>00 cappers ihaz cascade due when LhedtiOX 
b open (Dmg L-4). 

HIQ. Dun: This room is dark and hnid.? a 
*mall Tvrijjns[ teak. ;. cabinet. and book- 
shelves In the eabinci i:- £ hxked inclJ L>l:t. 
Lbac releases a somfr/of churf when applied, It 
contains a nsbb-ir foot and junk. 

Hi 1_ Guest Roomt Ef rhe raer is in h?re he hax 
bapcic^drd i hr dowr whh fulfil Lire and :l 
requires a iocs] of 2^ Srrengrb points re bi cuk 
in. The room has a -canopied hed and chcsr. 
The raEiii hiding behind the head of rhe bed 
When che PCs gf-r r.Ear t.ne bid, he tear* the 
umopy ii-JT and drops ii o'rer dw charterers, 
hJirdir.jf rhem for three rounds. The racr 
SLFES(ic& Twice, i lying zo steal i weapon and 
then reireacs inre KLC}. Fm.Ti IL10 -he cuci 
exits threugh a window to the uee 
Hi2_ fredrutijrfi: Ibis bed room domains a see 
of SCflinj. inir climb to iJlc irnu. Tire Lace is 
wading at che top of [he srairs and Thriyws 
rocks down i be sLasrs whenever someone ceres 
to climb tb?m- A chancier inuM Save VS. pet¬ 
rify tiJ cake ] dG poims of damage. The ra*r has 
to rocks. He flees lo Hl4 when aciacfccd. 

Hi j. Aide: "There m:c several iiuii.cs Lull of 
mOLh-eaien cloches an old dnak .stand. ajid a 
pair -of vw-offi teacher hoots 
111-1. I'nvare Study: Tire reoc'ij beyond isdark 
arid when che door ls Dpened tlie COcr COSStS 

dishes n Lhe PCs. He can eh row three prr 
nnu rtd (DrTi>; s j. [f Lhe PQ c hacge . he chrows 
open ibe balcony docn and flees. 

This tuojm is a private study. There is a lad- 
■dec on one; wsll Icjdin^ to a crupdout in lire 
«£0ding. beside che Ol her door ir a barrel ful I uf 
d^hes-. Bcnearh i: Cable toveied by s c-O? kiss 
locked hoK IrLud^ arc a kcndcTs CXc^Sutes— 
odd maps, a brass bureau. a bircrred ^obict 5 
a:id a pocjcirj iff< cjlIjjc J.'-ra^iVie. 

H.3.5- Small Balcony: Su'nl] bu':n:i'[£ flap in 
clre bxeeze on a rope bpre. "]'iu^ whu stand 
bcrc arc anaited by three skytisJiecs Tbe CPC r 
sl id err down the; han ricr rape 1o tbu ICiOf of che 
veranda (HL). Then he flees, destroying die 
mpe bndyc at he goes. 

Hlti, Captain’s ^ich: "FhEir u nerhdtig up 
hc.:c bui a Jry fislrec nesc There are chre^ 
adults who '^an fly and five yuLiig. 

H]7. Sooc Cellar: Thkdnoi i* haired. Imidc 
is a roar cellar. There ist chxee casks One 



holds LO flas&s w*nb of oil- Another has an 
c-:hj-r icily. Til:' last hulds u^vd daiT -ale. 

Hl^. Waceodraw Ledge; This passage it icy 
and sJnpc!i down LO £U1 abtup? dropoff. A PC 
n-iu^t nuke a Dexterity Chdk LO a.vfrid slip¬ 
ping and falling lO the pcml hcJi:-w. A 3 l-jl>; 
^rpc v, used re iuwer a buclsec co che lake It 
can hold one person"? weight. 

6v^nl 1 2: Ul£ PALTl 1-0 The OfiAClC 
The Ecrri-OS 

Befere ym:.. an add rocky faCniatL-on. points 
^ STOnydi nge r to i he ?oui hlWCH. At i ts ha^c 
a t ired 0^’^ grow!! in the m idsr of a scuid. nf 
bdats and weeds nca r a small h il lock. 1-srgc 
frrJdciL bciricy hairg from vines-. 


A pach thmugh ihc h.dacs can he discerned 
fjom a tree. Ef che PCs Try w? cue rheir way 
chrengb, they tneounrer foux parches of 
canglevines (AC T; IlMG 2^ s'enund; hp 20). 

Tire be [ties grow- h igh in ibe erne snd may 
be picked by climbing the tree ot standing <mi 
the hillnck and u^:^g j bladcd weapon. Tire 
hillock is a giant slug lr attacks af§*r Die PC^ 
have Lhe bexxies. 

Tire Tfiech of ll«p :qLr 

Now it slices to drizsJe and che groi^nd 
become? slippery. A fee: 3-flQ yatds, lilve Lhe 
party make a surprise roil. If nor surprised, 
dicy iput ii figure b-clLitid. -a tree, onmoving. If 
snirpri.^cd they stumble face re face •■vith the 
corpse of a man pinned a^amsr rhe tree by a 
spiked sapling trap-. Ik is the weasel-faced man 

from tivciLi 2. 

The r.eKC 100 yjrd.^ xrc full at traps evcXy 
few feer. snd if tire PCs look farcincm whey cui 
ivuid them. Sf drey-do noL look , there is a 3 m 
J rh^nee each round iluc yamDuiLC blunders 
inLO airether spiked sapling (5db), pusigi 
^rxkcf (1 d4), ot spiked pit (2d^)_ A "wolf howl? 
if a PC ts wou nded 

The xain starts re fall heavily and the pany k 
pu rmed hy 20 wnives wl^a dose EO ILLac k if Elie 
ps.TEy Stop? for a cor^l cit" chie^ rounds. If 
aiL2<ked, che parry may lu rr wall's mm cha 
pirs by tnakijL^ a Dexterity Clre-ik L-0 SLep OUE 
of ch« wiy in dmt, H'l a SECengch Ch-Kk co 
Lhcore a wolf into a t rap. Once che waive* hxve 
Juse half their number they tke. 

TJli: Cup 

The bLark maw rtf a tunnel upens in rhe ellff 
face thead. This tunnel i^urn? eo che left after 
■ :Vi kcc and goes into a boxed valley. 

Just around che bend are frmr weary i^ces 
and Lheir leader. If they hear ihc piety 


approach, rhey ictreac re cIlc valley. Tlrey set 
axi ambush fox die party Ef surprised, three 
agres rudi the pulLy while LwO LbEOW dates. 

Tbe OgCCS we 3 -deadfsll Ing: ca sucpuse chc 
paxey first (saue vs petrify or finn rank rak:i^ 
2dri puinLij. Xlieti Lwo ogees use darts co pin 
the remainder of the party m rhe cavr whale 
the tithec thece tush ihose hie by che log 

The Guaid ia« 

l he valley i: 1PIT luih wide. I il Lhe OppuSiLe 
clift is a cav? currance, ^0 feer xbai-^c the 
ground. The valley is bmexi escepi for a leaf¬ 
less, lightning-scjuck tree 10 yards in front of 
rhe Cive. Thiv is Ecdiy u living black billow, 
i'hcre is ? hollow cavsry a: ns ba*e, .shelter 
freen che storm, The cre^ waits io au^k ant 
PC when che others are distracted- 

A faint gluw uf a fire clul be reen wathin che 
ca^?, I Eigh winds m ebevalleyinake :i dan^e1> 
ous co 1 eric ate, Tbe cliff is -40% co climb 

The tirade- 

Tire cave b filled with an obscuring, shifting 
min. As PCs explore Lhe xnisLi they find the 
■chamber*M*m endless, filled wiihillusian*nf 
datiger. su-cb as; 

—A ti'jjre/fjg Xiifift-r of a man that almost lesck 

them re a Uyitoinkss- pit (10 feet -deep) 

—Pools char vanish when rni^hcd 
—Voices of fxiends calling re chem 
— Dead corn fades whu soek to liatm the PCs 
No harm r-fsuLr? from ihe.se illupoiu. After a 
while Lhe PCs teach che cencjol chamber. 

before s bubbling -rauldirnn ftam whjrh 
pours the mist sics a bu Iky figure in Shadow. 
Thii b the Oade, antigxess (use hag's stats on 
rhe Manner CJurc). dhc j* a. ludecnjs o-ld rlung 
and speaks an middles and vagsn-- 5 . If sccacked 
she can do’uble hex size and use a giauT bcoom 
[Ci s^'eep rhe attendees due cIlc mtiUth tif Lhe 
OSve. acii.L?l \f on ]y ^fl feer away. (> j if she is jn 
:c il daii^ex ilvz slLrinki to the sije of a mouse 
and escapes. 

The Oracle agrees that the PCs arc ih? ones 
uf whom she spoke, but she only casts choir 
frtirune tur a prier, those arc :1: z juIo. S :c 
accepts che golden herrjes nr a ma^ieal ncm. 
The party's fdmsne ran b> four:d in eKc 
TALEST 5 - cards. 

Ac the c-nd pt rhe reading she give* a firiLd 
wiixoiog LhaL che choice foe good or in :s rhetr? 
Then ft'sr ercejxs aettiSi hex fate and she SSV5 
"'Evil comes this way. Twill b= my undoing." 
She van ishc^ ai::i the ii'iists i lear. 

The PC^find ihemsctvcs in a bare cave ■■vjrh 
ihe enttaxice but ^0 feet away. 
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GvenLia.: Loovmq Back 

M the heroes Jeave. » PC lorJcs tael. He icci a 
m?n ,iraEidiEi£ beneath Lhc devil tree There 
act CPV& ftashe* of :igh| from V/Lthnl tht cavt, 
and afi it i :riui iii'ilC a I iir**k 11 let OUC 
This-was <jildem-puj^nc s^km^ iLe Grade. 
Faitin^ eej get the answers he sough* he 
anadted her *r*d Then tied =* x hawk. 

6vem i-l: hAiLinq a Ship 

When PC* are in a coa^al hex, tii^r-e i* a L in-5 
dtaUee Lhac diey sight a -ship per day. lb bail 
i hr $iip, they matt builiiv. bonfire e-J signal in 
H>rne maimer. Oei a re-JL of ] Oil idb. ihe ship 
doeseiOC jespond, otherwise Lt dcawS dost and 
puli a Lcrngboai asheue. Use the map of ciie 
pirate boat aiid 1 he dcSfiCLpLiQJl* in [he nev[ 
chapter in Flnrsam. The ship 'tcaptiijl r.sk* tOC 
■JL fee *f ] 00 Sleet per pe WII TO rake ihe dune- 
T?r? m FIguhQ. 

event 15 : 

[f due PCs take a ban lo Flotsam, ibis evem 
OCCURS nnc hex; away fruin the pOCfl. 

All -day thyuds have filled the shies. Now 
darkening [he day to ni^hr. Lt lixih a* if 
you art feting a na sty sqisail. 


Ilf the PC* *roic a pi rim ship, the ship run* 
agmund on a sandbar. ^t) yards frcEn >hutc. 

If the Kj hhed a ship. they are betrayed =s 
[he srpnri clrjwj in. J nc PC* ?ue outnumbered 
and taken by eurpriK-, Thirae pi rare*: wuit Cd Slcul 
■hen valuabk* and Lh row them over the side. 

Jusc thui^ sta.il LO look grim,. a shadow 
fills across "he *hip This is the bcoiiat dragon 
Clarion. In rhe dackww; he rannuE be UlcEid- 
fied. Thin bn^r i hi.s t* Esc a pi jaie ihip. he is set 
■Gft *inklr>£ it F 2c wsll niancuvcf foi IWO- 
rounds- On r he Lbir-d juujid he fires a Lighr- 
ning bole nf a r e he water Ime, bulling che eJi ip. 

The irtw panie*: che PCs may nape in a 
Ircn^btKiT eg Lbc ihoce. 

event 1 fr. helpful SlGinqeia 

On lhp sccniid (Liy of lilt OVerlSKld [Jifk. ihc 
p-iity tncotirtcer* GiSdcnw^gitt diiguiicd a* 
hSaaECt Spfy„ Kt i* a* HL^e is ^ficn ficS4 
^r^rnmEf nrd_ He is cunnu* about the hfjicje^ 
puEpost, however 

En EEEin n , hcnuEc* Ll iac if chepacry wanu to 
ust hi* boat io- reach hki:Mi:i ihca they are 

wtkome CO LL. The b03C K in 2 . SL-a CJ.VC aEld be 
provi-dri 01 rm inns xnd Lrxvc*. 

The e ?ve k ai the jwamrt cuasc astd. ind.etd 
duert i * a rkhtc> old !ongtx^?C Wirh a sail eIveec . 


£ncour>i^RS 

1. POIZE lULtFOP 

Ne*Lled beside n fhe' cenfd torve wirh tjrcen 
sreppw co icN back, a low SLont ^aLI and a 
salcy canal pcoiea che rown. This ftrf* tia* 
gEnwn nut antE3 thr piling* ot che many 
^■haif*and piers and halt"ihc iqwn. i$ LuiIl 
abtivt the Lidal tla?*. Deneach the piling; l; 
, satd to be anOthtl ^ocld. 


Poet Balifoc isaconrjuer-Ed el-wh. ^Eipons 21 e 
focbiddtJi. ihe penalcy i* rT^^ri n_^ (SJEny: - 
half Jtp + Ldl?}. Troublemaker^ hrmme 
hurcced men. j'i:r Ki.dirrs cuil he bribed. 

55iang,ers in cown arc wdct-Jtie at CJLt Pig 
and Whittle tavecn. The ownfr s William 
^iweenwator, Itat <1 lc fact *f a pig. bv t L5 ^i r-d- 
Iteacced F-ic recnm mf n-ds rhaE f'Csg.n eiejCeLi IQ 

ThE warcrtiGnE. is- undcC ihc iOrtl ro! of chc 
Dtagonarmy and only ihr-ir ships can oome 

1. nd go faedy. CliacacceiS wsnderiii^ in ihii 
acra may he fnrmi in<Q -^-ork dtcalL?. 

h-r.n-rirh ikE whirfs is a lE'iaar of pslings and 
sewers fre^uenced hy rhicvcs, ^ a! Ix-vag*. and 
off-duty hobgoblin*. Moot anytliin^ can he 
Ixvu^hi beer at 90 Liatie* riormal price, bin 
characters- muji beware distovefy itn-i 
bttcajiL. 

2. Co^t Of ^alifc>& 

Tai rds eA d ixl-jei jjcii- piO^l thl* land a nd There 

-s a. 15 % rhanec nf jneyeting one each -daj. 

A paLrol consist* of L£ tiaaT and cither a 
Waccioj Leader on horseback 9 lio^ak v:\ih 
rbesE spells: light, uixgA rlji.^iJe. S^l/e^d. e^p-. 
9 nd ^C-b- They quenjmi anyone Lbt) meet 
Once Lhe pfiny ;hnnld svjrncss cigJiE Wke- 
riarvand 13 Kapa!^s ex-etti [ing * do?en rnbels. 

3. Illrt£tt Sicppci 

Thi* TOCi n try -F Empty, .save fen ail OiCaiJonal 
LiuddLe farm*. When rhn pany firit crusei* 
[his land., they eoawuitcr a rough- locking 
--arrioj silci ng on 9 saddle, tie siJtiles f^ryly. 
Hlit hnrte was commandeered by Kimc bnlv 
gnbLimfeis diUQrJ. He i*i mercenan,- and, see 
ing ibe parry's weapniLs. slqcc* chat people 
eairying ^eapail* had berr* r -oin rhe diajfuht 
or find rhe-niscLve* *piLCtd Oil iheir own 
5 'a ord*. He m?y share a runinr cie legend. 

Squads of bdbgoblm* mounred gh 
vy'o3vf 1 prowL [hr plaTns; du^ng iltc day. 


4, Sfepp^s etQC 


l“hp ni^h plains i>f rhe stcppcS fail OS’f LO 
f?ac gm**landt to [he ea*T. bluffs 

:\irri i a wall againsc invasion L3li nd eanvnn^ 
slice rhrnngh the Muffs. A narrow band oi 
duud* mourn a Lirele** sentry rhe 

Jidgc 

Tiiis- riddeline - it moscEy abandoned. There 
\$ a 24-% chanec rhat rhe L'Cs- mtouiiEel A 
bind of LO bandLCS ^nd a If otLee- (u^ rhe sSi^ 
.SEaELsries-f. The banditt>U*e a decoy of sfi ov-er- 
lurned wajgnn and. three A^juiLded TnrKhanLS. 
Five Kapajc lxhdics Lie on dLe ground. These 
rogue* are nQ[ rnaily d«d. J J‘bc rcEnainiiLg 
baj'idit* ace h idden in grss*-cove rec pir* They 
W9 nr eg meal va lual>les and Y^eipcnt and lei 
[lie parry live if they .suEEciidcj tLie*e. 

The bandies laif in a bo* eanyoii with 1^ 
GEhers. aEi g^ec, and dacet^rch woLves They 
*|wsyg po*T [brec sentries. ThciE eegisupc 
intLadet^r^de good*. r9[ion;. and snmseGLns, 
je je 1 s. and jtweliy i/orth i [or^lof 2,5 $6 -sees I • 

There i; a L0% eKinrc -raL b day dm Lheie it 
an ea rthquake i-n. rhis a:ei. RaAI Lcl for NLLcri- 
siLy. 3 - rumbling and tiemor^; 2 3 knneLed 

4>ff fort: ? - Ld-foor deep crevice* open: 4 a 
rr.^ior col lap*r.. huiym^ all 1:1 a 20-yard JSpan 
(Ding "'diS. half il’savr V:?. petrify) and gouts uf 
iTtartfc I'Drisg sd6. *ive vs. bccaih :o avoid) 

5 . mellow SwAth 


i'he gEo.ss lands me-tch foe miles. The 
spring Lhaw hs* mmed paiehm imo a 
muddy marshland. But ocn of rhr morals 
hlrvorn spriujf fin wees- mid L£te* bearing 
59 Hands ot whnrc bl-attartts. 


Orea.^inn:d f*mu ttt encountered here 
^hands'!n-r-d) 1'hc IuliI fuLk live in LctifOti of 
iumeibijlg iheycall che Cjnzrcn's child, a 
giam scEpciiL (iofec to glint *ea seq>enc *cacis- 
ck*). The p^ny d itco^-crs ^ej^jls c>fdie .ijeatuic's 
existence, eighc-fooc-widf Fx±th$vf flaEtcned 
Fjr^r't md cj>bed bodLet 

C>n rhe 1 khd. day i:L Ltiis l;Tid they S gh I a 
minor house OomrConE on rhe tonf is- waving a 
ftaif. There are fbu r women, 9 b^y, a gi rl and 

9 rrmflrd hobgoblin ludiEig. 

Thee [ry co ce-nvi rc-r rhe PO ed sEay, fcifiilg 
ih±i die hormc wilLeaccb up w::rh 1 hrm in -Jl^ 
open They on^y have enough Axid fo: ihree 
day*. Thamighc che serpent comes in rhe daik 
jloiI dra^t rhe LiEi'i^nbLin oil into- 4he dirk 
The snake resums carb eiTiiLng jeiJ -chases 
eLkisc who. Lry lo flee ch-rough che c?H gm^s. 
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ChapteR 5 encounteRS 


M). 


6 . Vec&ATtt plains, 


/i“: rinha* ^cirrd I'J p:jluL Lhc plains C«l 
DuJiTo-r green. There anr few rnhnhirajLts, 
hur i>i l fi:i j i> rDzrifo the plains. herded by 
men witii dogs 


The pany begins she adventure here. There is 
a ^S% chance rhsi rh* pany may find their 
way blacked by ,h ild bu ltab. Herders may be 
encountered here, hui lhcy avoid Steamer?. 
Reward posters a re tacked to here. 

7. t|Qimsome qlafic 


The forest presses close upon itself as if 
marshali:i;^ ru hold baik foes. The trees are 
full kilrd and dim lighn and shadows flit 
beneath the canopy- The wind filths 
ihc-uyls Lhc woods as id a conspirator's 
whaspci- 


There :-, a 10% chance =ihat they encounter a 
fallen lag br&dge chat is really a black wjllgw 

v. irh some i hi njr fd irKin K m r ^ lc 3w>]l0w mte- 

fior. 

£. Wfen&lC WMfiS 


The undergrowth of tangled hushes 
rrsnirrs rtftovtment to narrow game irai Is. 
An occasional wncidcuircr oj Lmnurniris 
hui is found huddling beneath ik mighiy 

trees. 


The inhabitatlLS do not Nfec 'trangffM. They 
hunt drat mid fur arnmab for their pelts 
A hand uf LS wild elves Jive in the wood? 
There are three dniidk leaders who c-ul curi¬ 
um! the elder elms in ike area. Th.™ dves 
gmdgjnjrly y r iuc shclicr i.f usked by lIITin'i. The 
night that they do. 2£ tioai and ihrcc Boaiks 
arrack. 

lb the south is an nvcfgtOwfi Stone load. 
The read leads to a vast aba r.dnncd courtyard. 

9- Hh£ PtiSak 


An old hag lives :n :1lc hui with three kdkats 
(use hellhound stais) 5he can <ast rwo jJ^- 
.*-.■£;i?: a day and usually males it seem thaL he r 
hot <an animaie. turning and kickii: l; uA 


intruders, or making the huT* inter cor irxik 
hmi^n. ^heiszejjLnihdl and has cages, shack¬ 
les. and Stocks in hrr hut. She tkra nut doit 
iiftcj people, huL It sonworae come? visiting 
she i riots to dtu^ them aitd lock Lherci op for 
later, vhe has* ponrb nf 20 j;e:ns (£0 StE each} 
ituJTtd in a shrunken head. 

L0_ VvtrtCJlcmihniG Riven 


Hie waters of tliis river are- hijah. Many 
tree! stand with ilteif trunk? a<vash and 
hushy huaoroocts form marshy islands. 
Dogwood flow? r? nn i hr hanks. 


Hidden in the weeds beside the bank, the PCs 
may fi ad Lwo small skiffs that ha rely rigid 10 
peop-e and gear. Lgng pijlc.-; may hr t OL LO Lta- 
B el Up river, Sf-ince 1 he PCs a-re nnt acrcum 
pJisbcd sailucs, whcitrvet they lace a diff!^U k )'. 
?;"ne njdd-r-r man must mi ic a IK'im^PjO Chttk. 
]f he fails, anyone wfig does not mtk* a Dew- 
rcriiy Ocrk I - 1 h morboard. 

D.tfK'ulru.^ mrludc choppy watci^, htglL 
w:fds. srsg.s. or br' ng att^^krd \vhi5c in dtc 
bo^t A giant eel msy fiO^) attack any-mur 
entering the mttc. This river it HXJ yards wide 
snd raqitircs cwxi DtxriJtfiCy Checks to SwnO. 

11.. tnc wmow -s. Bqis-tIc Riv^r^ 

Kunming tvdft amd darkly, this foresr 
I stream gurglct illcSlily LhtOOgh wUd wood¬ 
land S 1 1me and ngsin the narre-w sttcaim 
Ltimbles over shallow falls m datiocs 
irc-und tOeti ind >i"iag> 


Thi-: ar?a has several dneounten. 

Kenden Apattol of ]4 trader and i leader 
Kiitbusho ihe patty, decoying them with nne 
k< r.der who acts tike a frightened child SLttfk 
i n a tree. He £s scared of weapon* ^nd tries 
get VO rn pui them down, if the party is 
known, "jlie binder jrJaj przclieaL juke? and 
mu nt LlrerO. 

CninJ Buffalo: This hrisi lias e^ten loco- 
-.i.d ^nd charges frrr I d ft rounds. 

Log Bridge; Th ? bridge i^ rotied and ha^a 

20% ehaiiec of br».:<-:iiLg tild dropping iKe 

virt in mi’in icy -tvii c: (CorutELOtton Check or 
Dmg. Sdft.' rgti-nd \ 

Snare: A piece *i bright cloill or a com lips 
hencarh a, hush. E'iekinj it tip triggers a noose 
that Eifis the victim imo the air 

Trap?: In rhe noddle uf a IDToot-d iarOCtes 
puddle ofmtid lies* coin porieh Willi ^Pcnp- 
per. Thcrse exploring ma) slip and fall m rhe 
.mud. t he trnccj uf llrir poddk is an eigh^- 
fooc-deep m ire. c n-. ? t a s quicksand I'bc pnurJi 
i:- on a pule buried in live mud- 


1 % k^nfceRflnOP* - : & tTlC RUIH4 


The ^lydJanda appeir boomdfuJ. Winter 
squash, grape vine?!, and fruit rtces arc all 
abloom. 7lie*ir is filled wiih the hum nf 
hccs. What first seems wild, is discovered 
to be carefully cutriv*iod. Suddenly ynu 
arc ^u::ou:id L": hy afilftcd kei:dc» 


TlLere are 2£ kender and lwo le*deis. Unless 
they 3iave some business in Good I nnd. Pf_j 
arc a^k'-d to Lutri jtuund. Jf they desire to see¬ 
the rhi-rE. ihr kinder demand rhajt ehajaeicr^ 
disarm first, then e-scon them toKendermore 
If lEic kendcj ase ajfiaeked they blow n horn 

i ' ' “■" I 

What fir^r apprars rn a r:i;ij;.Ld :-.':e -1 isdk: 

eiLy of Kendermore. 

its gateway is a simple arbor giving onio 
* fgritbudsn nvier a rrcck. Vines ^mw :.l! 
■^■er the squat, poitkoed buildang? wirh 
hrnzd rauf^ and LDurtyoJdv. Twisting SLaitS^ 

I adde r;, a ileL i(i::cwjys l i:ik I lie rooftops. 

At first. Kendermgre apprass defence¬ 
less- Then you rwLe the winding w^y, 
fcuai:i!>lcs bctwcml build uigS, yud numer¬ 
ous wooden bru'l^c^ eross:nt; deep gultp. 


This to*n is tilled wtLh curious ken-dec who 
sJumin ijLOjdin-iLt interest in strangers The 
PCs ga^n iir. flndie-nrr and arc tishhe(l blind it" 
ihey arc not careful .If a kender i^ confronrrd 
hr iwi II reiiarn ■::i ll - jrcril. 

The ancient tomb, called the kvi-ns i? ? 
mammoih structure car-ed out of a hi IE of 

took I Terr and rherc a few blixlcs Ecjrlajn 
earned with frie-TOS of serpenta sn^-l h:rds. 
Vines drape the mins. D*rb tmpty tithes 
btipcik tJcaaufes lotig since pilfered. 

TlI? re flrem sti he r.n crnrinrc5. 


If Lhe PCs warn ro explore the Ruins, ihoy 
need a k?ndciguide to find in ciltrince. This 
ruin was onceihe tomb of a king, hui hui lung 
since ly-cn cLtired of uodead. Anything. PCs 
find will be naEcn and lefi in Lhc ruin before 
tliey manage to kare Typical mnn^rs 
encountered here intlude timber hulks and 
bormjf bcctlci whu rrcarc mure Lurnids. Play 
the umber hi:U:^ i r , mrclhgcnr, seeking mnie 
to disrupt the party ths;i to canse i lorofdsm- 
a|;c. Oihcr cicuIujcs include i gargoyle 
automaton, ochre jelly, and a 3iup.:d ettin. 
TEic type of eneoumers fou nd here i rx Itide 
glides and pit* ef w^rci with teethts 
“Floors that collapse dtie to runnoling 
A semrunielligenE Ireetle hive 
—S'^arurcr from a l-.'dzjI: of uSe/bJ AhiflgS 
(DMG, pg- 227) placed randomly 


Ttic forest falls awaj ro tire north ar-d 

r<r.i i h leaving :: &up uf bi ukert grasslands 
A mud-dj road V. ind* pa^r clumps of 
thorny bushes A mile north of thr mad 
Ptandf an ndd hur on jrilt^. vnibkc SpiTil- 
irvg tip fcorri its chimney. 
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Featured measures iEHclud-r the following: 

A diaanond the size of a baseball ("jOi) 5tl) 
—A golden orb ajid. cupped seeps ic (3E00 fcl) 
—A wd »J b/wundei {14 <harge§) 

—A d^nterafe tidies* Tvar-rr 

—A /ntnw o/^Tpicf 

13. Spmnq£&Hs 


15, flotsam 


1 7, Vtoote &tW 


Tbefcfest climbs a MOHy hi 12- Vfcn: hfar rhe 
plash af ,z Tvj.tr j fa3L. Rising above the 
w^gocls is a 150-focic-in i^h sLojl-c pOik. Built 
on -a spur -of lock a* rhe *urnmLr is z lhrce ■ 
*tosy bouse. A silvery rip- of water cas¬ 
cades dawsL the dlff to an L^e-rimmed 
crystal clear pool. 


Dcczili ojl [he house jue found, in Evenr 1] 
Mountain goats ohm b rhe steep rock xnd bucc 
climbers (use wolf stais); There it a grove with 
a hidden spring thar causes chcise whu drink 
from Jr ro do things backwards- PCs may- 
enoon nrce animals who have di u:i !■: hete. 

M. T-lUZ QM^SC WtiOft 


Thr dark gisnra of eh- -feyresr ire ju.se bud< 
ding- Their twitted btainks tangl? haii 
ar_d rarch a: clc-akl. l^ritkJy |OfiSebeJJY and 
gray gorse huddle i-n rhr -shadows, while 
stmof bods are a symphony within rhe 
cool recesses of rhe w»ood. 


tine-mi nee is may dccui :n tbii aJea. 

Ogret: This group cf six ogres a.nd Jead.ee b 
hunting for rebels. The leader i^ cnid snd 
unLaverf by bis felLowt. who would cheerfully 
■?bsfidcwi him CD-oenain death.. Sf they ipy the 
PCs, they try iocsr<b one for^oesrioning. 

Slapshot: Hejc it Mil obvious covered pit- 
Stepping TO cirher sidf! i riggers a branch thut 

knocks the victim into the p=r (Dmg 2d4-). 

Web: A web of vines bJLxks the- Lu ll and 
mutt be cut rhiough. livery few free eu-iiu^ a 
disgubed cope dsops a jotien melon. There 
*re lhrec such rtipes. [f sodOcune diet ro Side- 
Step rhe trap he trips a weemd rope swinging a 
club (Drog ld4: Knockom ld4 rounds). 

Hoots: TuLgSed roois trip a c haracter (De¬ 
cency Check). I f ]lc falL he mutt make a. Wis¬ 
dom Check or suffer a sprzLn (batf speed). 

Shirgienth: The land is scorched- In rhe 
shadows is a tca.r.w>mc shape- nith gJou-ing 
eyes. The beast waits, watchi ng l be party, Tkis 
is- a dummy of h:det O-e-t *uC ker wirh Is nereis 
for eyes. Wn h in the hcai-s arc eatkt of ra_r_ nap- 
Lha and oil. which explode Lf they catch fue 
(Dmg Jdb; imRe GO feOL)_ 


The fofttt huh been eiuelly cur back from 
(he parh The Trills are rhurned iuto ^lud 
by manydawed feer„ Fotters are lacked ro 
1 rer S^shi r-ds scar nve^lLcad. 


^hen rhe p 2 [cy- fu^t enters Lh[t arei. they are 
watched Afre r s Hay -i g mup nf five rebels dis^ 
suited at merchants art met andean? ro rravu] 
wiih rhe Pi.Is. ]jjcei. rheyjuoc-t hehned n!ieto£- 
naritii wealing Dragon^rmy toIo-ts. actually 
mole re-belt. This it a reti ro ?ce if ihe PCs 
fighi rhe nLcrtcnacics when Llicy Start LO ger 
rou^h. If rhey do. sh^ faghr is ended bcfoce 
anyone b reaJLy harmed. The rebels offer to 
Lead rhe PC* m cheic tlLief. ]f rhe PCs do not 
help rhey -?rr showed m Luncinue affer the 
te-belt relieve Lhem of cheic purser 
'the rebcLs' base is bidden in z .slough and 
icadied Lhroogb a maze of brambles, 5rKer 
hr™ is friendly; chough &idgergJO^ ItaLat (tee 
rheit NPC osrdt), Besides ibe rebels nored or- 
dLe Fotf'i card, cheie aie flla> six wolfhounds 

and ? sporr^d lion mijLC-d }yy Ezd^er. T\ic 
rebels offer sdvicc and mfnrma.rion aaid miy 
x^iee to aid die PCs as they can. 

The land ibtmr i^ hilly and Lullivxiod. A 
small, ditty vi]|agecan beseem on ike cd^c 
of 2 *hr keied hay. This i$ > n<i|$kJU l a.toLlee- 
tkn of all die casreffc of Kr) n n. Ike pon is 
eupped in a vaJc xaid najro>- rickeLy v*hatft 
mn OUT 30 derpnr nitKiciu]^. Tu d:c exit u 
curving hook of land forms a stony bluff. 
The [uwu'i fc^- irspo-tablc buildifigt are 
biulr iipo n 1 hsr rock. This is- the capitd of 
die Highmatier of Fki laft>r 


For-details tin Flotsam tee Chap^er 6. 

b 

16 . Taa^^Ach 


Tbis Lmd fotmt a windj bl off above rhe 
Sez of lM2i. T.he?E gcxtty h il ls ate home 10 
ft*- oow, bitt 0-JifC many smaH villages 
worked die land About Now rhry ?re on ly 
eenp-y s:id's, bcuke-u lul-J 0>ergf0wo 


There t;; a cave on llic Cd-ast died by 

piraLes. There is a pitaue sh ip them nuw ! with 2$ 
pir-aLC goards and three wa£core If the PCs 
desire, they -can. iry in npiurc the ship. If die 
*hret leaders ate defeated, rhe ^mainin^ 
picatct agree to sail ro a destination in ie«im for 
i-heir tivEs-. This- ship it only able ro LPis-el one 
day before wwn-ridde r. vtQCr d eauses it to sink- 
[f the ktmkr help cap^uie ibeship, they lorn it 
befoie leaving. Tliete- pitatet do nOL have any 
rrewune, only eight cxkbs uf brandy and rationt. 


U 


Here the fosesi ends. T'hc grasslands 
beyond Are blackened, burnt back ZbO 
yaid.s fcom ibc vOlft of Lhc w^aodt. The 
fields beyond aie dieted with ch^srera of 
rhortiy LiusLls . 


Aliuuciug patty of 17 sligAnd a leader hide in 
the grass- Tii-ey waur to capture dticjL:tett 10- 
tsrt^' off ro feast (see EnotHi ncer 10). These dig 
actaek in thiec gcoupi. 

is. sotTiBen 


llie cocty bluffs ajid h™- hills xre cacpeLed 
with yellow grass Ckwreis of 3 horn uees 
■doc the laud. LnLamd, Ixige pi let-of Stone 
sporadicsMy i-n-tenupi ik-r dowir.g fields. 


Parks nf ih ghuu-s stalk tbit land m flight., 
hiding in die anaenr caims by day. nieo^irns 
hold dried boots. Acitiem coins may be 
foi^nd, hm chey bzve no value. If aciylhiu^ is 
stolen from a iomb. a descends uponihc 
dcfilcc; an iiKseisiiLg pcclidtyof-] pel day LO 
j]| mils, unci! ciir eiTJH 1 i-s cifjnnvcd. 

19- lAuqhniQ 


Hcce die Jand is a sea of grass. Valleys are 
marshy and thorn bushes *msc the hills. 
The crown of several hills are bnie. beaten 
fixe by nlany clawed feet. Remnants of 
bonfires srand ir_ the remers 


Earb everting the sound of stone drums bear 
across the night sky. A band of 29 sligs and t^o 
chief? join in a fcasc of ?hcir Jate^t eapLii-e-S, 
building a bonfiTe sround v^iimK ned ca 
scaixr-. Ifna ebafioteEt asc caught, two human 
hunters are rhe veerims If the PCleia-uL the 
hujLiers. they are chinked, but the himteis 
;usr Wine n\- return home and att ablupL in 
their Jeavetaking - 

■>0. WiiiLhin^wndCk 

Tall sea grasses blow m rhe uh breeze. Bri* 
zraejeit sandy bills at the seA r s edge. W'hcn 
rhe tide it out, one can walk miles from 
shore on theiidal fl^is- Craks.wurck aerms 
che mushy ground and gulh circle above- 
Qoi&d^ tsf midye^ patJirr. 
















ChapteR 5 encounteRS 


The inhahittncs of this min weee spared the 
dcv^s^acKHi of the Cataclysm, bot made TO 
wateh the de-Stmt tlon punishment ft>r drfif 
pimus pride. Nuw they fillet watch for all erer- 
jticy. 

Mariners belies [hey waich far rhe safety of 
[he world. I>i_i landed believe that they tally 
our sins. TJiis mm indu4« cneomtiea sorb 


27_ e&qtwaxeR 


4i. the duntei 


Long white benches nf?znd ss retch before 
Smny cliffy. Lyiai£ Oft Lht beaches ^rc ih? 
totting hulks nf wrecks. Odd tracks or a 
beaSL Lhat walks uphill QFI cwo-roed claw* 
m?y h^ fou ud mi the beaelt. 


1 le re arc mudd y. m-3tP5h^ flats ft? rrewi uy 1u 
the mouth of rhe Culler Rher, When the 
tide changes, a 20-foot wx\\ ofware r rushes 
act055 the la nd in 3ft 11: 1=1 Lite4. 


Ac lou t&de Mams rt'Liy be dug. There arc 
mUlL-eS oF ■qpkif^a'id rhat in ay be blurldeced 
intn AdiaraL'ttt will sink below rbc.surfire in 
2-7 c-uuuda tf nm aided, and then/imst make a 
CoftSLiLUtiOfl Qieei each rnund ur lose i V-Slh 
of his ;■ i: poiftLS. 


A family *xf vodyauxii. aquatic umber hulks. 
Live jusi otT shore and hunr rhe bezrh fori food. 
In places the hum/mock of their (impels ran he 
Ktn llbcwhere caieful pits have been dug 
beneath the Eaffed- Whru niaeonc walta on 
one he faJLs intu the beast's dutches, 


—Broken tombs snd a maze of ealzeurftbs 
—An endless cbecEdoi Lhat LCteportS PCs bttfc 
CO its Sta n again ir.d s.j;ii:i 
T he Living altar that animate ns room, 

— A wall rha .1 weeps 

Typiozl mjoniren include w/aiths. ghastS. 
and. ghosts who- walk ihe bills and a Loftely 
spirit who deabea to ta:k unto eternity. 

Trez^ucci of the ruin include the following: 
—The ice wo ry (1DdKFO ppj 
—A scroll of protection fojvn nndtid 
An a//Ow of UUt finding that c?n find nnnh 
sod. foesre object once per day 
—The Heartsblood gfm iha^ possess Jls 
owner (2^0C0 ¥tl) 

— A tme clerical Stroll: f*is* dead, ffttk wr/f? 
dttd and ^ oex-d 
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2-b. TlORtbCRn frftltfly piAlflS 


Gentle rolling hills ire covered 5y spring 
grasses The river bubbles noisily to- the 
sea. Forming a yelk™ fmrh. Gjiionwoods 
ciowd the ba^ks. The oreeje fills the air 
whhfoam and v. ind.iLLd. 


iMijjty ;i i_l:-- and hevLh rise from the pl:i ins- 
Hecky canyons znd stream vxILtyS slasli 
dirKAIgh the hills I'he ^nyund ii broken 
and icnk). Tliere Is a feeUpE cf t^mg 
watched hens. 


Strangle vines gr<?^‘ afong rhe rivorhanb 


An ujLliving creature stalks these plains, tiy 
day be i> j'jrPj'^i'tJr and iftaMUTl ate till, ijicap^hle 
gf harming imynnc. By Slight he gai n-¥ SO-lid 
form 3 -n-^ hi mis for someone ro feed Oat. Use 
the death statue stats. hut insieid of Miadiiig 
his rouch cm paAiJ^ie, In light he is AC -L 
but is -1 30 hir. Ijl I'.: -- rhnjar is a black pearl 
! *orth ^.<KJO Steel, but ii regenerates the Lfta- 
e.irr it exposed to inoonbght. 


2Ik ht:Aial^ftlOO& 


~26 _ Lartfrs Cn5 


Ttie cb-et is thick acid muddy, rhe hue of 
blond A cnvte i he souiJtctn grasslands rhe 
river widens hnr rejEiains- Swift. OnEy bate 
trees line Lbe banx: 


ShoiL gra^s dresses the; Inng low hilts and 
sandy soil. Co-iSe and btE^rs rws?r rbronRh 
thr ^ruwe.s. jrlaLing CUs^fL slow On ? 
northern $pii of land is a 3irge ilo-aie -n-el] 


Near the soyrve of the nver arc the ]i-foot iall 
ententes a horci fcw^rk hive. "Jlserc ace Z2 
bcciki aud Id Larvae Fn rhe hive are ihc 
rc rna Mi-: -nf a wartioj mid bis + 1 sAfefd 5-nd 
JiVl.^ of WASSTUh. 


29 . windpipe Cove 


Iwp sported lioni- srjlk rliis land it n.ighr and 
there is a 2<i^h chance iliey roay be encotifi- 
iered Their-den is her ween two leini ng. rocks. 
Ttielc are four tubs n :'nf den (HfJ j+j: 
L3ni^ Itilf: hp 13)_ Tliere is s batiemd nLd 
hel m and a niedall inn cni u i hxi i: with a bftO- 
5teel ruby that thr ei^hs play with. 

I he wcEl appears to be bottom less. A srpixir 
naga \i\r r - ar i^^ bxrk^n (100 teeL down), h d- 
den by a OMfJnual ^Ziv.nf.vr spelL When 
snniennc ippjojcFieS the well, :t claim? 30 be 
the spirit 4>f the wishing well. Tlien it Cfses CO 
get Lhe PCs CO throw treasure into "lie well. Tf 
.snmcenc dintbs ifown the well. ihEtc is 1 
?Gcmt -r^noi mtn j. five wiLh ■& runnel up The 
naga r ¥ trfa^urcs snelodc fi.tXJO SI J. 21 gems 
(worth stl each), nghi pieces uf jewelry 
(230 rtl each), pOUO04 of dMWvdkncz and 
efokd g"^ane jnwrjffth., y. kjoSI of cmflSJFHfie 

JJ |yd to J-iH'is'. sr-S'.ne iuap^ and .snire to jTeT', 
0 ud a big nf jeveo u^giu bo&TSS. 


Narrow paths ness cliiTl u: id Sunfoled tock. 
Suit < rashes sgain^ chEdiffs. A flint huolJng 
SOUJld is heard rn rhyrhm the seu. 


■ 2 ' i. lht hollow lan&j 


This land hxma the Madden ing Spsing Those 
wlui d/inS; from It onee a rc cu tod rf al l i ILs. bur 
rkiie who then d/lnk agadn /nust vs. pni- 

mn at -2 h "o hrnefi: tioru :Iil: lieitntg, or ehe 
they are driven rnad for 2d6 dip. This mad ■ 
ness- nukes nivuy Forms: 

—Unron rmJLibk desire 10 - ItUgh and g Igg le 
—Connor a ray awake 
—Diied, COJlfused. 3 nd wandering 
Anaeb my ireatu/e within 3 d yards 
The party may encounter sotne wild animals 
suffering from iFymprnmrs. Lhe spaing is 
in a sea ait Lhat hoots with the C/3¥h of rhe 
waves, Ihc c^ve has vaunus obsiucle? UlO! 
1 enquire Ability Checks CO eras?. 3Ufh as: 

—A .rocky, s3ippcCy wall to cli/iib (Des<) 

—Tigh: ?p^ve ro squeeze through (LTck) 
—Poison sea urohins in tidal I (Dm^ ] d4) 
Planting crevice. a'Oay get Stuck in (S-ir) 

—Crxshm^r jnirf ibir knocks urle Ovcf (Str) 


ThtOUEh this land the wind irietai'n;! dirge. 
I hese auyged upland pla-n^ are shrouded 
with grsy gras r ^5« arkl ouiiiu LtocS. Sfoiies 
LLle found llirUFC:ng tip om of rhe -cjrrjL. 


Packs of hell bnuiidi hunt the land, bay - 
ingaL their proy, At m^hr^ JeLfsgtiuuJs j^iin the 
Illi li . cra^lin^ irom their huirow.;. A wrlulL 
shrine funds in thtOfntcr -af each hex, and ls 
haum^d hy a wniib who warns the PCs to 
turn back, their time is not Oil them yci. 


25. bLOoftwalXk! Ouilns 


Hene grsLS¥es are withered and the blos¬ 
soms Fia^ fallen The land is- winds^-epr 
rne^y hi Lb.. Ch^rlooking the sea sn 
abandoned mona.srcn,i 



























30. BCiL£ 45 fey 


Use amnd of Clashing Wives acid hk?mg 
surf echces SkECiSi ihc brakeis hlJli. Steep 
cJLfifcfaGc [hf 5ML, and lI i% shuttered ?igne as 
ilt base i 5 - clouded wiih m; 5 [ 5.5 tv 5 .l , £? cdiuh 
against iha wall. FjOUl a distance.. aiic [fill 
spumes oF spfiy fr»k tike* clouds of sieam. 


A flnrk of 1 4 siyflshers 3Eve iti rhe cliffs, 

31. SaSKTtn Coast 


The cey ofnesting hird< fills che ah. A nai- 
tow £nvcl hath f dges the sluwc. 


3£. ScuthcEn L>.aiF?Ly plains 


Spring 115 .? begun tOpzinT this l?nd of bro¬ 
ken IKiLli and mraed goigea The giiu is 
Lucfiiojfrwn, jmo thorn;, plum tioc.i bias- 
«>m. 1 he song ofcticlreis Alls thr air, 


You may j u 13 are nl these encounters. 

Swarm.: Thii is an army of fie tee velvet ants- 
Tdtac as The swarm in Atea 1-t, h-jl tbeydorCH 
ofafUJ? siglic. T3ieu venam OKUSCS iflWDSe 
pain Cor 2d4 lumi- (-2 r-u hit and damage). 

Cirrian: The evil odot of death Li ca rri«t Oil 
the wind Tne raucous call <>f 2 cowbjrd is 
heard. in it chases gnats drawn to this grisly 
fcait, cjif corpse of a mao ur ali^. 

Tnmb: Through Kclcfun a cock 1 ? theiomb- 
■of an aAticnr hcio. This place has- been 
fobbed. A slig speai lie? here, bent r.ih web; 
™ ilia wall are cajvillgs uf a warrior astride a 
-■ratten wielding a mi^hcy lance In a gully 
outside is die shriveled f-prm of a sLig. Irrrnr 
his face, for around his throat arc* 
japped [he hands-id" die dead warrior 

33. thtif> 6 eBheACi 


A thundering. booming Sound echoes 
here Jo [he e*st, a lut^c rlaud of spray 
Frames die rocky cliffs. R-orky -gorges and 
catiyatis spl IE the In r.d from [he i £j li:■ j_i r 
There j? r>0 abundant life - here, arid the few 
nri.Tiah you sec aic: moving :nl5nd You 
fed a tug in rhat direction. 


Irc ihe center of Lhis land is a grorr^que bcas^ 
i ksiL spin 1 : a miEical ne[. When PCs cuter ibis 
Jand, rhey fee] a desire lo navel tu ihe eerier 
bveiy houa a sai-c s^. ?peJl ( 3 r -1 for eaili hour 
here) nrtusE be m ide or The PC ijcoinpeJted na 
:nty\T [owsid [he hcjJlIajid. The PC m^y 
icsi^E, "ba:c a[ beSL he fiEid. 8 ? h:rn#elf walking 
ddewaiS. sJe^ ly tpiraJinr; in 


Tbc Kean pf ihe land Es a fuiukd of sand 
■&vhh the Feas[er sJeeii]^ in Eh^ middle. Any 
caught \n Ehc funnel sbps to Lhe CCEIICT ir. 
slircp rounds The FftiSLct t:i:n:a: rnoveoUL-of 
[be funnel. Use ihc undcad bcasL s[ats 5 hui ii 
hsu. EWO 20-foo[-Jpng bally hnated 3.rms*od a 
large 40-foot-long AaJL cf hpne. I[s Aia-n- is 
mjEiy ELN>ihcd and acidic (DjUr IdgVrpiind). 

Tne rrearufc 1 EE?a?urc of 4D.DQ0 silver, 
10,000 gold, L 20 £ems (lod 10 £d each), ind 3 
Arif of swimming. 

3d. Southern! LOASC 


Tlit SLJSiiarc ii rdgrH by ruling hilJs ^iia 
tixky bluff?. f.>ff[he shore xre many ?mal( 
haysii.j£ glands, lltrii summit? covered 
with tbresc. &L-jne nf rhese islands may be 
reached during lav* iidc ? if cjlc caji cJimb 
1 hr 50-fooc iliJTs. Pelifan^ wheel and dive- 
in [he ^ilLcis. 


Claris pf 2d& [aet live on lire jsknd*. 
3^. eilAn WI35S 


3-u^h green foiesLS manrlc rhe island The 
cry of wddhfc and flui^er flf' wing? cthu 
beneath the zi*r$. No paib? wenJ thiuugb 
Ehc wi>od? and -one uillse rur the irfi] 
There are ovttgrLywn block? of st-ane ±iid 
topped pillsr? here. 


I here is a gEant blzth pajirhrr who sraJks ihe 
torest iilaiiti (use spared lioua scars, hp 50)- A? 
r-aars be heard ar n ighr The ebi^ -ixf ^u??r 
licr an? ofren its vEtrim^. ^'.hcre I? a 20% 
chan-i'e rhe panther hums rhe PCs- 

Qn [he s-ouEhcm tip af rhe island E.> a. giaiu 
i ree hui in wh irh an ei tin JEves. Jhr errin 1 ? ?ly 
aJic! can imitnte lhe cry id" ^:ld animal?, He - 
wants ro Stew iny ra_iry OWIKtls he can C^klt in 
his uuecs snrl neL The crrin ha^ nnihirg ef 
value escept foi ci^-hr ia.rr prh? (Tdb sp eaeli) 
and L-S wdfhidcA ( 2 d 1 Asti each), Thcrixifd" 
hi.s parch i? actually a seaworthy Innghpst 

^6. lllnCie Un^fati 


fall, bread bsmyian irccs sranrl -nn soots 
above a bJjeh cinder bea^h, Streams roeiitr 
der rhinugh the raotS Slid t^iiLdi- in a: 1 >- 
I’ooi-iiig.h wj.Lcrfs.jl frciin rhe higher 
ErtliiLtl. Bkisch p-hnirng and miiLS Sic 
wished up he re beside ealorful 1 ida I pools 


II 


37. Cl^^^ eiiAH 


As tine piaceeds north there ar? more 
n,iin?, Finally [he- funcsr falls sweLy to fev-cisl 
die iuinv(d" a nnce-glotE*USiiCy, now nvc r- 
grnwn nrd resembling a gigantic garden. 
PillaJcd courtya rd 5 vie for StiejItEgn with 
many-He red building? ihar tower-do feet 
above yuu. Fxicae? of serpents and fJnvmr:- 
isnd nrnaiesiaLUaf) dccuraEC cverytln ing in 
the heait of theciiy i? 3 1 ^D-fooL-tall build 
illg. Slendcj ^iy?tsl EO^s^CS capture £nd 
fucus rlie [lie !igfcu e<i:Lu ihc cancer pahee. 
whE-rh sparkles like j Ehau^nd stats. 


This is the ruir cf Claretl Elian, Jn:«r nf rhe 
Garden ol Ws-iidet. LosL tu ihc ravages of 
rime, only ibis iniji exf mi-?rcn. remains. The 
types ixf enrollnrers thSL may occur here 
EracJude [he tol lowing: 

A lellectiog pfted thai ?hpw? one's beam 
desije (^ai-c ics. rod or state fonevci) 

— Lhe H-urning Light (Dmg ld i> 

—A sweetwarer spcEj^g 

—Moving scones and srirues ibst change pruE- 

tiOn JEid siiapr 

—-Dieam Follen that makes ill ^ccm f^ir 
Gr-rarti ^ ibat hauiLE ihis place include gar¬ 
goyles. fade serpcEmv^usc gi^nr eels), natives 
(US* ■n-iJd cli^.s'L and a giant slug. 

LEca?iirf?-of rote tliaL niay hr found heit: 

— A Jru;n of winning 1 har beats when a fur 11 
within i mile 

A rrnve of 5W peads (20 rach) 

—Living erysral ihar bleeds when ehipixcd; ir 
shines in rhe darit td-T 2d-K LUtOS 
—■Ecaaiifiil.ly carded sumc* diar whi?tfe 
—An Lfi' tall pillae of seccI srl) 

— A SilSJ. of litczmzbic O'aoCi'Og 

33 . rntsty r?.ic 


A v eE l of mi^i surrounds 4hi3 i?lc. $heer 
dtffs encircle itze it. Fomt rrpwm? the pla¬ 
teau. A muurntuJ to-wiag ihat chills ihe 
marrow romp? from overhead. 


The cliffs ace W feet ejIL and -4 f-20%) la 
climb £k)fisticjK3Eiay arrack: rhose who climb. 


I hr summiiof [he island is covered by for- 
esi of gjarit Lrec3 znd huge fems. It rviiii 
everyday Immense iJlSCLLs dance in ik? m 
and huge lizard* alxwind. A network: -of 
gosges and :na rsh isolates the rcEitcr nf eji^ 
island. Gnnr bony tlCkks of sunie frcatuie 
ate found. 


TSic f^rcai Uiidead beaSL lairs here. 
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ChapteR 5 CncounteRS 
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39. OqaeUnfcs 


Grassy steppes and dark forest give way to 
grim lands. The grass is withered and only 
a few thorny trees huddle beside stream 
beds. The earth is baked and cracked. 
Steep hills and dusty canyons wend 
through the south. To the north are hills 
and withered vegetation. 


The ogrelands host the Vale of Vipers far to 
the west in a hidden canyon in the mountains. 
The valley is 200 feet deep, with groves of fruit 
trees and a clear lake with a fen. The stones of 
the vale are diamonds (20d6 stl each), but 
they are poisonous to the touch and even soak 
through cloth eventually. There are 350 huge 
snakes (giant eels), 69 giant snakes (giant 
slug), and a dozen gargantuan serpents (sea 
serpents) that prowl the vale. 

The following encounters occur here: 

Ogre Grave: Ogres lay their dead out on 
ridgelines for the birds of prey to feast. 

Ogre Justice: Here is a mans corpse hung 
upside down on a cliff face, his body blistered 
by the sun. 

Ogre Chat: There are two parties of five 
ogres, one group wears stone necklace and car¬ 
ries spears, the other group wears armor and 
carries two-handed swords. The second group 
is trading weapons and ale to the first for furs 
and gems. The ale is drugged. After the sec¬ 
ond party passes out their throats are slit. 

40. OQReBonO 


This is a broken land with only clumps of 
withered plants. A squat fortress broods 
high on a steep hill, a dusty road snakes its 
way up to it. Impaled victims line the grim 
march. A guard is mounted on the walls. 
Patrols prowl the wastes periodically. 


There are three patrols of 12 ogres and five 
patrols of 12 human guards. The ogre patrols 
guard the inner wall, the outer wall, and the 
gate. The humans patrol the countryside. 

This squat stone structure is 300 feet wide 
and 500 feet long. An outer wall stands 50 feet 
away from the inner keep. Steep hillside 
fronts the wall and spikes adorn the top. The 
gatehouse has two large gates and a spiked 
portcullis. The inner wall is 30 feet thick and a 
five-story keep is attached to the rear wall. A 
deep gully separates the keep from the inner 
court and two giant boars (use buffalo) lair in 
a cave in the gully. 

Special features of the fort include a games 
pit that holds three black willows, the com¬ 
mander's quarters with his pet wolverine, a 


treasury with 20,000 steel, and within a 
locked tower room, a gateway to Neraka that 
can only be opened by an amulet of darkness 
and the proper command phrase. 

This is the site of the secret meeting 
between the two ogre tribes from Kernen and 
Bloten. The two chieftains and their guard of 
nine ogres each are here. Kern is a hard 
headed, stubborn, unstoppable foe. He pos¬ 
sesses a wicked cunning and a thirst for power. 
His weapon is a huge battle axe (Dmg 2d8). 
Blode is a violent ogre, too stupid to be scared 
by anything. His response to problems is to 
smash them. But his thirst for blood and 
promise of rich booty has brought him to this 
alliance. He does not trust Kern. His weapon 
is a huge, spiked club (Dmg 3d6). Kern's 
ogres wear dragon armor, Blode s wear leather 
hides and stone ornaments. 

Sevil is here disguised as a guard. It is his 
desire to turn the ogres against each other and 
ruin the alliance. He helps the PCs once he 
encounters them, encouraging them to adopt 
his plan. He wants to murder some ogre 
guards and plant evidence that the deed was 
done by the others. Then he wants to loot the 
treasury. He will be sure to escape if trouble 
comes calling, leaving the PCs to their own 
devices. 

Also here are a Dragon Highmaster, Ettel, 
and a strange, golden draconian, Gildenton- 
gue. The first meeting of the ogres is rude and 
full of accusations: one of Blode's patrols have 
not returned. Though Ettel tends to sympa¬ 
thize with Blode, Gildentongue is the diplo¬ 
mat who uses suggestion to smooth the 
discussion. A second meeting is scheduled. If 
Sevil or the PCs murder some ogres, accusa¬ 
tions and hot tempers flair, but Gildentongue 
asks to be allowed to investigate the matter. 
Then he disguises himself as one of the guards 
and spies until he discovers the PCs and 
reveals their treachery. 

If the PCs are discovered, they have to fight 
half of each chieftain’s guard and one patrol 
of men. They may escape via Sevil’s route (an 
open postern gate), or down a well and out the 
sewers. Gildentongue, Kern, and Blode 
should escape alive. Once the party has fled, 
all Uneventful Trips become Random 
Encounters while in the ogrelands. 

41. deaths Teeth 


Overlooking the bay is a lonely, dark tower. 
Across the bay is its twin. A party of ogres 
camps on the shore some distance from the 
tower and two skiffs bob in the water. The 
bay is choppy and windtossed. 


This abandoned tower was once the home of 
two brothers who hated each other. Eventually 
each brother stole the other's family and 
viciously slew them. Now they live eternally, 
hoping to yet destroy the other. Ogres use the 
promontory to watch the bay, but do not go 
near the towers. 

There is a low wall around the tower. A 
small graveyard lies to one side. There are 
eight ghasts beneath the flagging. 

The tower is haunted by five wraiths and 
the spectre of one brother. He believes that 
any intruders are pawns of his brother. 

The tower is four stories tall with a roof walk 
and a dungeon. Possible encounters: 

—The crypt, where the spectre is unturnable 
and gains + 2 to all rolls 
—Two animated swords (use sea elf stats) 

—Animated drapes that bind 
—Exploding dishes (Dmg ld4; 1* radius) 

—Animated furniture (use hobgoblin stats) 
—Doors that slam and lock themselves 
—Animated manacles that attack to capture 
(AC 0; THAC0 16; Dmg ld6 + 1; hp 20) 
This is where Ettel leads the PCs if they fol¬ 
low. She will use a scroll of protection from 
undead and enter the tower from the roof. 

The treasure here has a total value of 15,000 
steel, but is cursed. Anyone stealing anything 
finds he cannot speak plainly, suffers -2 to all 
reaction rolls, and hostile creatures attack with 
a +1 to hit him. 

There is a party of six ogres and a chieftain 
and two skiffs on the bank. 
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ChapteR 6: flotsam 



This chapter details the environs of the run¬ 
down port of Flotsam, its personalities & their 
plots, and the story events that lead the heroes 
toward victory. Since many things can happen 
in a city, it is important that you read all of this 
chapter first to become familiar with the many 
facets of Flotsam, before running this chapter 

events 

event 17: the StReets op flotsam 

This chapter takes place in and around the 
port of Flotsam, capital of Balifor and the 
home of Toede. Its narrow streets are filthy 
and rat infested. Most of the 4,000 people are 
sailors, artisans, fisherman, merchants, and 
shop or tavern owners. Another 1,500 are 
troops comprised of draconians, mercenaries, 
sligs, hobgoblins, and ogres. 

A list of common locales is provided in the 
encounters. You may place the Events in any 
these locations or you may create your own. 

The guards of Flotsam are as slack and cor- 
ruptabie as their Highmaster. They may be 
bribed to look the other way unless they are 
draconian. However they will detain elves and 
any elfkin the discover. The town wall is fallen 
into disrepair, but patrols watch the main 
roads in and ask the PCs their business. A 


small boat may slip into the harbor at night 
and only has a 30% chance to draw a patrol. 

If the party is traveling in disguise, use the 
rules in Event 2 for chance of detection. Cap¬ 
tured PCs face the following punishments. 

Disrupting Public = Relieved of weapons, 
flogged (lose half hp), and placed in public 
stocks for 2d6 days and fed only gmel. 

Elves or Rebels - Taken before Toede for 
questioning (lose 2d8 hp) and imprisoned. 

Toede Recognizes “ Interrogation (lose 
half hp; held to be dragon food after two days. 

For random encounters in Flotsam, use the 
Random Events, but most people encoun¬ 
tered mind their own business and avoid PCs. 

Rumors may be gained in town by nosing 
about, through drinking partners or by brib¬ 
ing guards. About half of these rumors are 
confused and unreliable. Or the PCs may seek 
out Sevil Rev. Though only here a month, he 
is easily the most knowledgeable person in 
town. There is a 10% chance each day that a 
spy will overhear questioning and report back 
to Gildentongue (Event 25). 

There are several important NPCs that may 
be met in Flotsam. These include: 

Highmaster Toede: He is lord of the city 
and responsible for stopping rebel activities. 
He does not like the Highlord and wants to 
show her up with his conquest of the sea. 


Highlord Majere: Kitiara has been sent 
here by the council of Highlords to act on their 
behalf in apprehending a man with a certain 
graystone that is somehow important. She 
does not like Toede. 

Ettel Rense: Kitiara's lieutenant 

Beyla Donth: Kitiara’s lieutenant 

Blue Dragons: There are three, Skie, 
Stroak and Rumbler. 

Gildentongue: A golden draconian and 
master spy for the Highlords. 

Sevil Draanim Rev: A man with all the 
answers for the right fee. 

Maquesta Kar-Thon: The black captain of 
the Perechon, a freebooter ship. 

Fritzon Dorgard: Bodyguard to Maquesta 
and a real carouser and womanizer. 

Bas Ohn-Koraf: A brutal, brawling mino- 
taur who is Maquesta s first mate. 

Erewan: The leader of the town rebels. 

NPC cards are provided for all but Erewan 
who is detailed in the Prison (FI2). 

event 18: patnols 

A patrol may be met approaching Flotsam, at 
the gates to Flotsam, wandering the streets or 
they may respond to trouble. Here are 3 sam¬ 
ple patrols, you may pick one or create your 
own. If the party is disguised see Event 2 for 
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the chances of discovery. Should any PC be 
caught see Event 17 for his fate. 

Patrol 1: Twelve Baaz inarch along. If the 
party hides there is a 10% that they will be 
spotted, and the creatures will try to capture 
them. If the party was walking in the open, 
one will walk up and demand that they state 
their business. Should the PCs state they are 
mercenaries, he will sniff derisively and direct 
them to the barracks. If the heroes act suspi¬ 
ciously, the Baaz will send one to follow the 
PCs to where they are staying. 

Patrol 2: Twelve guards and a leader are 
tramping through the mud, wrapped in wet 
cloaks and looking miserable. If the PCs hide, 
they will not be seen. If the party is in the 
open, they will be splashed as the patrol 
passes. Should anyone be carrying a visible 
weapon, the soldiers will stop and the leader 
will ofider the party to “Drop 'em blades and 
get lost!" attacking if they are refused. 

Patrol 3: Five human guards huddle in a 
muddy intersection or clearing, talking 
among themselves. There is no leader. The 
armor of the guards might fit the characters. 
The guards ignore the party. Two rounds after 
meeting the guards, a rumbling croak sounds 
and the bulk of Toede's amphidragon splashes 
down behind the characters. Toede is astride 
and barks “Make way for Highlord Toede!" 
Behind at a quick trot come his guard of 18 
Sligs. The human guards are quick to leave. 

If Toede sees through the heroes' disguise 
he will have his dragon grab one with its 
tongue and leap away to interrogate the pris¬ 
oner later. Otherwise he continues on splash¬ 
ing all with mud. 

A scroll will fall out of his saddlebag as he 
leaps away, and fall into the mud. It contains a 
message to the green Highlord in Neraka, 
written in Goblin. 

Victory is nearly ours Commander! 

The secret of the spring gives 
us command over the watery domain! 

An alliance has been forged with 
my people's counterparts and the 
dragons of the deep. 

Istar will fall and the prize in 
the ancient temple will be ours! 

None can stop us now!. 

event 19: An 066 Ai6e 

This event may occur at any point when the 
PCs have a chance to observe Toede from a safe 
distance. 

The gross little Highmaster paces uneasily 
before his inhuman guards. Lying nearby 
like a faithful hound, his obese dragon 


watches through half lidded eyes. Then 
the waiting ends as a tali draconian wear¬ 
ing a cloak and combat harness strides for¬ 
ward. This dragonman is unlike any you 
have yet seen, for he bears no wings and his 
skin shines golden. The two are quickly 
engaged in an intense conversation, the 
hobgoblin nodding and rubbing his 
hands. 


This event should not lead to confrontation. If 
it does, Toede and Gildentongue escape. The 
guard is comprised of 18 Sligs and a leader. 

event 20: Sevils Senvices 

The man known by most as Sevil, is a shadowy 
figure who is said to be willing to sell anything 
for the right price and is no friend of the 
Highlords. Few find him, but word can be left 
in a friendly tavern (F6) and he will find the 
PCs. Sevil speaks with a hoarse whisper and 
bears the marks of a man who has escaped the 
gallows. He acts like an old friend. Sevil 
mostly sells information. 

Most of Sevil's information is accurate, but 
20-40 % of the time it contains flaws that omit 
deadly obstacles. His asking price starts at 100 
steel and multiplies the more difficult the 
item or information is. You will have to deter¬ 
mine what a fair price is. Sevil does not give 
anything for nothing. 

Sevil knows all Rumors and Legends and at 
your discretion may know about other things 
that happen near or in Flotsam. He knows of 
the Perechon and recommends it over other 
ships. He knows of a high stakes card game 
where someone might make some money 
(Event 29), in fact he makes 10% on the game 
winnings. 

Sevil also has Highmaster Toede believing 
in him and he uses this dust to feed Toede 
false information laced with enough truth to 
be believed. 

Use Sevil to motivate the PCs and to nudge 
the story along when needed. 

event 21: fcecnumnq help 

If the PCs decide they need help to complete 
some task there are two parties they may 
appeal to: the rebels of the land and Sevil, 
who uses mercenaries and the rebels. 

To recruit the aid of the rebels the PCs need 
to leave the town or contact Erewan if they 
know him to get in touch with Renard, the Sil¬ 
ver Fox. They must then convince him that it 
is to the rebels own interest to help them. 

Sevil charges a fee up front, but he will 
accept collatoral in the form of magic items or 
weapons that are later to be bought back. 


The rebels can respond in a day after they 
have been contacted. Sevil responds in 12 
hours. Aid that may be gained from either 
source include: information, limited trans¬ 
portation, a breakout (Event 27), and a delay 
or decoy to gain the PCs an hour lead. 

event 22: Spying on toe6e 

A resourceful party may attempt to sneak in to 
Toede’s manor to spy on him, or may find him 
when they attempt to break into the manor. 
The first thing to note is that Toede should 
always escape death, even grovelling for 
mercy. Renard will be quick to point out that 
Toede is one of the rebels greatest natural 
allies. 

If the heroes manage to spy on Toede, he 
should have a strong guard of Baaz or Slig 
beside him, or his dragon. 

Here are some typical scenes that may be 
observed, pick one that best suits the events. 
—Sevil selling obviously false information 

about the PCs and their location to Toede 
—Toede being chastized by Kitiara for letting 

the graystone get away 

event 23: Caaze6 BcbcI 

If a character walks alone through Flotsam in a 
stolen uniform, there is a 40% chance he will 
encounter a Wild Elf seeking vengeance, who 
will lure the PC into an alley and attack him. 
There is a 30% chance that the rebel will try to 
throw a bag over the PCs head and knock him 
out with a club (roll to hit). A captured PC is 
taken to the Jetties (F5). 

event 24: An Unlikely encounter* 

If any single character is moving about Flot¬ 
sam there is a 30% chance that he or she will 
meet a Highlord (50% of the time it will be 
Kitiara, 25% it will be Ettel, and 25% it will 
be Beyla). Their response varies based on the 
guise of the PC. 

If Ettel or Beyla are encountered and the PC 
is dressed in a stolen uniform, they will 
demand the characters name and rank and 
what they are doing in the area. If unsatisfac¬ 
tory they will call for a patrol and try to cap¬ 
ture the PC for questioning. If satisfactory, 
they will be taken with the characters good 
looks and invite them back to the Inn of the 
Saltbreeze to share dinner and speak of 
duties. If the PC is of the opposite sex, they 
may offer for the PC to spend the evening. If 
not wearing a uniform, they will be haughty 
and you should check to see if they see 
through the guise (use Event 2). 
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If it is Kitiara she responds differently to 
different characters. 

Kronn and Serinda: She may see through 
their guise and if she does, will set Gildenton- 
gue to follow them. 

Goldmoon: She may stop and stare full of 
thought, but will not do anything. 

Riverwind: If he is not wearing a uniform, 
she bumps into him and glares at him then 
moves on. If he is wearing a uniform, she 
smiles and flirts with him, winking and nod¬ 
ding her head for him to follow. If he 
responds she will invite him to the Saltbreeze. 

Tika: Kitiara will frown and stare at the 
girl, trying to remember her. She has a 40% 
chance to remember. She will not recognize 
her if she wears a uniform. If Kit does not 
remember she will walk away deep in 
thought. If she does recognize Tika, she says, 
“You are brave to dare coming so close to the 
dragon’s den! Do not push you luck young 
lady, for your companions will not always be 
there to protect you. Farewell, my friend!” 
Kit then leaves. 

Tanis, Caramon, or Rais din: Kitiara will 
seem surprised and think the PC has aban¬ 
doned old friends. She will attempt to have 
him join her cause. She invites him to the 
Saltbreeze. 

If a PC threatens to become violent, Kit will 
point out that many soldiers walk the street 
ready to respond to her shout. 

If someone agrees to accompany Kitiara to 
the Saltbreeze, she will ply them with strong 
drink asking many questions to test their loy¬ 
alties. If the character is Tanis or Riverwind she 
will suggest he stay the night. After a day of 
getting to know each other she is called away 
on an important mission, but tells the charac¬ 
ter they should await her return. If the PC 
leaves, Gildentongue will follow him. 

event 25: Uninvited Quest 

If the party acts in a rather conspicuous way, 
while in Flotsam, Gildentongue will be 
alerted and will try to follow the party for one 
day to see what they are up to. He is a master 
spy and will avoid attacking anyone if he can, 
prefering to gather valuable information. His 
primary mission has become to find a man 
with a large gray gem of note. 

Gildentongue may search the rooms of the 
heroes while they are out. He may be discov¬ 
ered as he searches and appears to be one of 
the heroes. Before any can react he will 
dimension door to the street below and be 
seen to wave and then flee into the streets. 


event 26: A helpful hint 

Run this event if the players do not think to 
search the Highlord’s room for clues. 

Sevil Rev will send a message to the PCs that 
he possesses valuable information that they 
might desire. They can meet him at midnight 
at the base of the Beacon; make sure they 
aren’t followed. The information he has for 
sale is that the Blue Highlord is rumored to 
keep a journal. It might be in her room. 

event 27: theCavatay 

If the PCs get in trouble and need to be 
helped out, you may use Sevil and the rebels 
once each to help the heroes without being 
requested. After that the PCs are on their 
own. If Sevil helps he will demand pay or a 
service for his efforts. 

These two may help break a PC out of 
prison using a diversion, rescue them from 
sure death or provide timely help when 
needed. 

event 28: a Wild Qoose Chase 

If Gildentongue or the Highlords discover 
that someone knows what they are looking for 
they will create a decoy to draw the PCs away 
from the true goal. The Highlords will leak 
information that they almost have the goal in 
their hands and the Highlord is going to leave 
that evening to fly north where the quarry is 
hiding. If the PCs know of Berem he will have 
disappeared (see Event 37). 

Beyla will lead the party north into the Ogre- 
lands and if possible to Death s Teeth (4l). 

event 29: hiqhstakes CzRbc&me 

If the PCs are looking to raise a small stake to 
enough to buy ship passage, they may play 
cards. This highstakes game uses tokens worth 
20, 50 or 100 steel each. The game is Bounty 
Hunter as described in the Talis deck section. 
The game is in the cellar of a Friendly Tavern. 

event 30: the hiqhloRfc s mission 

This event occurs on the third day the party is 
in town or when the party believes that Kitiara 
is going elsewhere seeking her prize. 

The shrill bugle of a dragon echoes across 
the land, and all stop to watch as two blue 
dragons and their riders climb into the 
graying sky. Their mighty pinions beating 
the air they climb swiftly above the clouds 
heading north. 

The Highlord has been called back to lead her 


forces in the campaign on the plains of Solam- 
nia. She flies first to Ogrebond (40) where she 
uses the Teleport Nexus. Ettel remains behind 
with Gildentongue, to cement the ogre alli¬ 
ance. She returns in four days. 

event 31: Rumopofhope 

Run this event to delay the party until Kit's 
return if they do not follow the decoy. 

Sevil Rev sends a message for the PCs to meet 
him in the marketplace at the eel vendor’s booth 
at midday. He has information the party might 
find interesting. Be sure to avoid suspicion. His 
information for sale is Rumor 25, only he knows 
the precise location of the meeting (Ogrebond, 
Area 40) and that the top ogre leaders will be 
present. He will encourage the heroes enthusias¬ 
tically, to help break the alliance and possibly 
steal their rumored treasure. He will even throw 
in a leaky fishing boat and an old captain 
(Guard) to take them near Ogrebond. Sevil 
learned the info from an overtalkative Toede and 
doesn’t mind letting them know his connections 
pay. 

event 32: RetuRn to flotsam 

If the party finds themselves stranded on a 
shore far from Flotsam this event may be used 
to get them swiftly back. The Perechon will 
show up, either as a passing ship that may be 
hailed, or as the crew performing a daring raid 
to help the party escape. Maquesta will be 
happy to be of help. However, she still needs 
full supplies and must return to. Flotsam. 
Besides, her helmsman stayed behind and she 
won’t risk open water without him. 

event 33: O^Rk U6y s RetuRn 

This event occurs four days after Event 30, or 
just before the PCs return to Flotsam. 

The sky is gray and overcast threatening a 
storm, but the wind has died to a light 
breeze. Overhead is heard the distant flap 
of heavy wings approaching. Appearing 
from the cloud bank comes a dark dragon 
with rider heading south and towards Flot¬ 
sam, the wind of its passing tossing cloak 
and hair. The Highlord has returned! 

event 34: fRienfcly help 

If the PCs are ever trying to evade the guard an 
event like this may happen. On a dark, narrow 
street a door suddenly opens and a woman’s 
voice urges the PCs to enter swiftly. The blond 
maiden locks and bolts the door and leads the 
PCs out a back door. This is really Gildenton- 
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gue* In this guise, she claims that her parents 
were slain by draconians and she wants to 
help* 

event 35: on the Jetties 

About the fourth day in town* Glldentongue 
will discover that rebel hideout and Toede will 
send a squad of Guards, Hobgoblins and 
Baaz, a dozen each, to raid the Jetties cellar in 
the middle of the night. Alert the sleeping 
PCs to the noise of armor clinking and let 
them see the forces marshalled* If the party 
rushes to the cellar, they may escape with the 
rebels through the secret tunnel* 

If the PCs stay in their room the soldiers will 
burst into the cellar. After a while a there will 
be knocking on doors. The soldiers are look¬ 
ing for rebels. If they find the PCs weapons a 
young officer tell his men to detain them for 
questioning. However, just as the PCs are 
about to be arrested, an older officer with cop¬ 
pery skin enters and whispers to the young 
man* After a moments distress, the soldiers 
are ordered out of the room and the characters 
are left in peace* The older officer was Giiden- 
tongue who wanted the PCs free. 

event 36: The Stomn 

The day before the party prepares to leave a 
storm will unleash its fury, flooding the streets 
and making travel seem impossible. Treat it as 
Random Event 19- On the second day the 
storm will lessen some, but the seas will be 
choppy and travel will be hazardous. 

If the party tries to flee, 24 Baaz and eight 
ogres will be sent to chase them as they make 
their way to the Perechon. Any reasonable 
delaying tactic should work. 

event 37: Benem kiimappei) 

This event occurs upon the party’s return to 
Flotsam or before Kiuara’s return to further 
delay the heroes* 

Berem, the helmsman of the Perechon is 
missing* Sevil also can not be contacted. Sev¬ 
eral clues can be discovered* 

—A message from “S” to Berem is found in 
his cabin asking for a meeting on the wharf. 
—No one remembers Berem, but someone 
saw Sevil meet a sailor and retire to a 
friendly tavern. 

—Neither Sevil nor Berem have been seen 
leaving town. 

—Maquesta can verify that Berem has a 
strange gray gem attached to his chest, if 
convinced the matter is serious* 

Sevil has indeed kidnapped Berem, once he 
discovered that the man was the key that 


everyone was looking for* He is desparate to 
hold on to his prize till he can negotiate with 
the Queen of Darkness herself* 

Sevil is hiding in the sewers* He knocked 
Berem out, bound him, and dumped him 
down a hidden cistern opening behind one of 
the benches into the sewers. Sevil knows the 
sewers very well. 

There is a small trail of tom cloth, tracked 
slime and scraped sludge that the party can 
follow with a ranger or by making Intelligence 
Checks. The path leads through streams of 
sludge, across a pool of filth and up into a 
series of tunnels that are dryer and don’t see 
much use. They will face 3 challenges. 

The Pool: There are 3 ochre jelly in the 
pool and a 10-foot-high slippery wall to climb 
to the dryer passages beyond* 

Rats: The walls of the passage are riddled 
with holes. Three times they will encounter 
rats* If any get away they will face a pack of 
rats as they ascend a slippery slanting corridor 
(use Salmon School stats). 

Confrontation: The final chamber is only 
10 feet tall. There is a passage out on the 
opposite side and a rusty chain hangs from the 
ceiling there* There are several small alcoves 
and one has an old table propped up with 
some stone to block it. There are several cots, 
two large covered baskets and stores of fresh 
water and rations. 

Berem is within the blocked alcove* Sevil Is 
waiting for the Heroes and tells them to go 
back and leave him his prize, He has 5 Cham¬ 
pion Slig hiding in the other alcoves and 2 
Giant Snakes (use Giant Eels) in the basket. 
He will use spells while his guard melees the 
party. If things look grim, he will retreat to the 
opposite passage and pull the chain which 
releases a load of sewage which blocks his 
escape, but may appear to bury him. 

event 38: the perechon 

This event details the Perechon, its crew and 
its personalities. Use this event to whenever 
the Perechon is encountered with a crew* 

The Perechon is a modified two masted 
pen tare* As with most ships of war on Ansa- 
ion’s seas it bears both sails for swift move¬ 
ment, and oar ports that are used for quick 
maneuvering in battle* However the Perechon 
is special. 

The entire crew of the Perechon numbers 
22 sailors (Guards), a helmsman, a minotaur 
first mate, a Warrior second mate, a gnomish 
engineer, the captain and her bodyguard. 

The captain of the Perechon is Maquesta 
Kar-Thon, a black woman. Her bodyguard is 
Fritzon Dorgard and her first mate is the 
minotaur Bas Ohn-Koraf. The helmsman is 


the mysterious Berem. These four are detailed 
on NPC cards. The rest of the crew are typical 
rogues and scoundrels, very loyal to Maquesta 
and the Perechon, but superstitious and wary 
of outsiders* 

Berem the helmsman avoids people most 
often* He is thought to be a mute, because he 
refuses to talk* There is only a 20% chance 
that a visitor on the boat may notice the gray 
gem embedded in his chest. Whenever he 
leaves the Perechon, he is careful to hide this 
feature* He is a loner, but is grateful to Maq 
and will not betray her* 

The other sailors view Berem as their lucky 
charm and will not look kindly if any harass 
him* Anyone may try to get Berem to speak by 
roll equal to or less than their Charisma, plus 
reaction bonuses on dlOO. 

If confronted before Maquesta, Berem will 
admit he is the one the Highlords seek though 
he does not know why. If pressed he will note 
he is from the plains of Neraka, the heart of 
the Dragonarmy’s empire. 

The gnome is Lendie Chafka, a 5th level 
fighter* Lendie was able to mount an ancient 
gnomish engine into the hold of the Pere¬ 
chon* Now the war oars of the Perechon are 
controlled by a gnomish engine that gives the 
Perechon a maneuverability class of (C), 
where others ships only have class (D) or (E). 
The Perechon can maintain maximum speed 
while maneuvering. Only Lendie is necessary 
to run the engine, leaving Maq and her entire 
crew to fight* 

Lendie is very loyal to Maquesta. He also 
has a fondness for drink and will become talk¬ 
ative when drunk, speaking in long unbroken 
sentences while acting sly and deceiving* 

Deckplans: The Perechon is depicted on 
the map. The numbered locales are defined 
here* There is a crow’s nest on the center mast* 

1. Main Deck: The maindeck is about 15 
feet above the waterline and where most of 
the daily activity takes place. There is one 
longboat on the deck. 

2. Maquesta’sCabin: This captains cabin is 
fairly austere. Maquesta and Fritz have the 
only keys to this cabin. Fritz has a small ham¬ 
mock by the door* Charts and maps are stored 
in a cabinet divided into a hive of compart¬ 
ments* Two locked treasure chests hold the 
Perechon’s moneys. 

3. Galley: This is the ship’s galley and lar¬ 
der. Stores of freshwater and food are here* 

4* Armory; Here are stored the ships 
weapons^swords, crossbows, ballista bolts, 
and oil, armor and the ships supply of brandy* 
Lendie has a secret crawlway in near the bow* 

5* Aft Castle: Here the helmsman and his 
aids handle the mighty sweep of the ship* 
There are two ballistae here that may. be fitted 
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with flaming bolts. They ate hidden by tarps. 

6 * Bow Castle: Here is the anchor chain 
and bowsprit* A spare anchor is store here. 

7* Combat Turret: Mounted on a raised 
platform with walls for protection from enemy 
missile fire is a ballista hidden under a tarp. 

8. Oar Bay* Lower Deck: Here are twenty 
oar benches and the covered oar hatches. The 
oars are stored in rafters overhead* Odd metal 
poles with sleeves for the oats extend up 
through the decking from the hold. There are 
two trapdoors that lead to the hold. 

9- Crews Quarters: Hammocks and duffel 
bags hang from hooks inhere. The crew sleeps 
in shifts. 

10. Mates Cabin: This is the cabin of the 
first and second mate* Kof claims the majority 
of the space sleeping on a pile of straw on the 
roiling deck* 

11* Engineer's Cabin: Lcndle is many 
things to the crew, cook, physician and ship's 
engineer* His cabin is strewn with diagrams 
and drawings, pens and inkwells, small giz¬ 
mos that spin and whir* 

12. Passengers' Cabin: This section is used 
as cargo space if there are no passengers* Only 
hammocks, four benches, a built in window 
chest and two tables are in this room, 

13* Cargo Hold: This area has cargo 
stacked to either side of the center beam and 
tied down beneath tarps. An odd array of 
metal bars and gears deck the ceiling and 
make the visitor stoop to avoid them* 

14* Brig: This dank cell can be bolted* 

15* Gnomish Engine: This room is stacked 
with wood and a large metal furnace* The 
engine requires fuel when it is used and it will 
bum a cord of wood in three turns. 

encounters 

Flotsam is cupped in a valley beside a shel¬ 
tered harbor. Only a 10-foot-tall crumbling 
wall surrounds the town, open gates with 
portcullis crossing the main avenues in. There 
are guard towers every 200 yards. The north 
section of town along the coast is mainly occu¬ 
pied by the army's barracks* Across the harbor 
a rocky peninsula rises 30 feet above the water 
and many of the town's better buildings stand 
on that "Rock.” 

FI* Town Gates: The town gates are 
watched by patrols of 12 guards or 18 hobgob¬ 
lins* They may be bribed to gain passage* If 
trouble comes they sound a gong from the 
gatehouse and a second patrol will arrive in 1 
turn. There is a separate gate in town that 
must be passed to enter the rock, and a patrol 
of 8 ogres and a leader stand guard* They 
demand twice the normal bribe and close the 
gate if attacked. 

F2, Guard Towers: These towers are 30 feet 


tall* Stairs lead up to the second floor guard- 
room and wall top and a ladder reaches the 
roof* There are small patrols of 8 slig or 12 
hobgoblins posted here with a Guard leader. 
They are bored and don't expect to be 
attacked. 

F3* The Marketplace: This is a standard 
market of canopy covered stalls and open 
carts* Most supplies may be bought here, but 
the asking price is 2x normal. Weapons are not 
available, but some thieves or a group of dis¬ 
guised guards hunting rebels, might agree to 
sell a weapon in a back alley at 5x normal* 

F4, The Wharves: A fish market lines the 
wharf front and nets are layed out to dry* 
There are two dozen leaky fishing boats that 
would not survive the high seas, 1-6 carracks, 
plus 2-5 warships manned by mercenaries 
anchored in the harbor. Most fishermen mind 
their own business and don't like outsiders. 
But careful questioning may bring the charac¬ 
ters in contact with a captain who is willing to 
hire out. The typical asking price for passage is 
2,000 steels per person, but may be bargained 
down to 1,000 per person. The captains and 
ships of note are the Bloodhawk, Captain 
Rensill of the Pink Lady, the SeaFarer, the 
Hardtimes, the Silver Spear and the Perechon* 

The Perechon: There is a 40% chance the 
Perechon is not in port and won't arrive for 
2d6 days* If it is, Maquesta will only agree to 
take them on if they can pay the price* 
Maquesta will need at least a week to prepare 
the crew and get enough supplies* 

The Bloodhawk: This is really apirateship* 
Captain Maccaby, called the Scar, is more then 
willing to take on passengers and will ask half 
the normal rates* Ir is his intention to put all 
passengers over the side in a longboat once 
they lose sight of land* His crew is 25 sailor 
Guards and four ogres* He is a Warrior. If the 
heroes defeat the pirates a fire will breakout 
on board and the party will just manage to 
escape in a longboat. If the pirates defeat 
them they take all their money and weapons. 

The Pink Lady: This is a rich merchant car* 
rack and Capt. Rensil is headed forNoidmaar. 
His cargo is ore, wood and ale. Off the shore 
of the Ogrelands (39) a storm will spring up 
and wreck the ship (see Sea 22). 

The Sea Barer: This ship is ridden with 
wormholes and barnacles, its hull buckled and 
decks warped. Capt* Qualoth can be argued 
down to 600 steel per person* Each hex it tra¬ 
vels there is a 20% chance that it will sink. 
The party has 6 turns to build some means of 
escape, since the longboat is no better. The 
captain will not leave the ship. 

The Hardtimes: Captain jagger will only 
agree to take on passengers if they will act as 
added guards. His first destination is a small 


village off the coast of Reavers Bay (Land 41). 
They are trading a few goods to the local ogre 
chief* These "goods" are weapons for the 
ogres and are hidden in barrels of cider. His 
crew includes 8 Guards and 5 Warriors. When 
he reaches the village, the 30 ogres and 3 
chiefs will betray them and he will leave, 
abandoning the party. 

The Silver Spear: Lieutenant Poliander 
captains this mercenary war galley and works 
for the Highmaster. He claims to be willing to 
take passengers, but intends to rendezvous 
with a minotaur ship of 18 minotaurs off the 
coast of encounter 24 and sell them into slav¬ 
ery. His crew is 24 Guards and 6 Warriors, The 
galley moves at half speed in open waters and 
so hug the coast* The PCs may escape, wreck 
the ship, or be rescued by the Perechon. 

The ship map gives the deckplans of a typi¬ 
cal pirate ship* Details are left for you to fill. 

F5. The Jetties: The first inn the party will 
find is called The Jetties, a ramshackle but 
friendly inn several blocks south of the wharfs. 
The price of lodging is fair, the food edible 
and people keep to themselves. 

The cellar of the Jetties is a secret hideout of 
the rebel bandits acclaimed to be heroes of the 
people. This bands leader is Erewan the 
Shaggy, described in the Prison (Fl2), If the 
PCs prove their worth to the rebels and ask for 
help, Erewan can muster a group of 12 thieves 
(use Common man). The cellar is connected 
to the harbor via a sewer* 

F6, A Friendly Thvem: If the PCs do not 
choose to stay at the Jetties they may find 
another tavern where things are not so quiet. 
At this inn, the PCs will have to watch their 
gear jealously or it may be stolen. Every eve¬ 
ning there is some rowdy activity, a brawl, a 
raid by guards, thieves in the room, a duel, an 
ogre is assigned to the PCs room, etc. 

F7* Highmaster Toede's Manor: This build¬ 
ing is built out upon the Rock on the harbor 
side. It is two stories tall and has aflat roof and 
a small watch tower. The manor ground is sur¬ 
rounded by a 10 foot wall that attaches to the 
house. A metal gate is guarded by two War¬ 
riors* A small stable holds three medium 
horses and a shaggy pony. A 10-foot-tall 
wooden platform with a ladder leading up to 
it has been built against the wall* 

Tbede's dragon, Hopsloth, lairs on the roof, 
leaping there from the platform. The dragon 
can enter the room down a wide flight of stairs 
in the tower and there is slime all over the 
stairs and hall to Toede's audience chamber. 

There are 4 Slig and a Champion, 2 Ogre 
Heroes, 2 Baaz and 8 Hobgoblins here. The 
ogres command the troops. The Slig guard the 
first floor, two on the front door with the 
champion and two on the door leading to the 
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Treasury compound. The Baaz guard Toede's 
audience chamber on the second floor and the 
Hobgoblins are in the kitchen and stables. 

The first floor holds the staffs' quarters and 
the kitchen. The second floor holds Toede's 
quarters and may be reached by a front and a 
hidden rear set of stairs from the kitchen. 
Beyond the audience chamber is a locked 
room where PCs gear will be stored if confis¬ 
cated. A rope on the inside of the door rings a 
bell on the roof alerting Hopsloth to intruders 
and he will come slithering. Hopsloth's tactics 
are to spit acid once and then to grab someone 
with his tongue and attack others with his 
claws and acid warts. If he suffers 25 or more 
points of damage, he will crash out of a win¬ 
dow and flee, dropping his prey. 

The tower has two cells where prisoners are 
kept chained to walls and a chamber in which 
Toede has been drawing up his secret plan of 
attack against Sunken Istar. 

Sevil Rev knows of, and sometimes uses a 
secret passage into the manor through the 
wine cellar which then leads up stairs to the 
kitchen. The passage comes from an entrance 
in the sewers. 

F8. The Htghmastefs Treasury: This Trea¬ 
sury is attached to the back of the Highmas- 
ter's Manor and is surrounded by a spiked 
10-foot-tall wall. A small 40-foot-wide guard¬ 
house watches the gate to the compound and 
is manned by 4 ogre heroes. However, a tall 
tree grows in the compound and its branches 
may be reached by a leap {Dex Check -4/- 
20%) from the building across the street. 

The court is guarded by two Hell Hounds 
who hide in the shadows and attack silently. 
The front door to the Treasury is triple locked 
but there is a window 20 feet overhead that is 
barred and opens onto the entrance hall. A 
second door down a 30-foot hallway is locked 
and trapped. If the door is opened without 
turning a torch sconce nearby upsidedown, 10 
feet of floor will open to a 30-foot-deep pit 
with 10 feet of water at its base (Dmg 2d6), its 
wall is unclimbable. 

Inside the Treasury is an odd musky odor. A 
giant wolverine guards the room and is hid¬ 
den in an overturned chest. There is a large 
locked chest, but if it is open it releases a cloud 
of Sleep gas and all must save vs Breath or fall 
asleep for 2d6 turns and will be captured by 
Toede's guards. The room holds coins worth 
25,000 steel and gems, jewels and metalware 
worth 15,000 steel. There are also stacks of 
grain and cords of cured mahogony. 

If the alarm is sounded the guards from the 
manor arrive in two turns. 

F9, Inn of the Saltbreeze: This is the best 
inn of Flotsam. Three stories tall, it is not 
uncommon to find a blue dragon perched on 


the crest of the gabled roof. The inn sits on the 
seaward side of the Rock and is quarters to 
many of the dragon army's officers including 
Kiriara and her two lieutenants. 

Meals here are good and expensive and 
lodgings cost 5x normal. Quartered here are 
15 Warriors, 23 Guards, 7 Ogre Heroes and 
the 3 Dragon Highlords. On guard to protect 
the quarters are 8 Baaz who watch the tavern, 
stairs, halls and kitchen. 

The third floor is private quarters for Kiri¬ 
ara and her lieutenants and 4 Warriors. The 
second floor hosts the remaining Warriors and 
Ogres and a half dozen Guards. The first floor 
is a tavern in front and a kitchen, pantries, 
and more rooms in back. There is a back 
entrance and a trapdoor to the cellars. 

The cellars hold wine and food stores in 
three rooms. Behind a locked door in the wine 
room a Bozak stands an invisible guard. The 
door leads to a tunnel down to a cave in the 
stony cliff where the three blue dragons lair. 
The Bozak's spells include grease, magic mis¬ 
sile, shocking grasp, invisibility and darkness, 
15 ft radius. 

Two Baaz mount a guard outside Kiuara's 
room. The room may also be reached by 
climbing the wall on the cliff side, but if a 
character falls, he falls 50 feet to the sea (Dmg 
5d<$). 

The table is covered with reports of the bat¬ 
tle in Solamnia, written in Solamnic. There 
are several mugs of half drunk wine. Kit's tra¬ 
vel wear fill the travel chest and only a simple 
wooden comb lies atop the drawers beside the 
wash basin and cracked mirror. The locked 
trap has a poisoned needle in the lock. Inside 
lie several knives, a cloak, a pouch of 50 pp 
and 3 sapphires (100 stl each), an aluring, 
blue velvet gown, a locket given her by Tanis 
and her journal. 

F10. The Beacon: On a stone jetty, reached 
by a rock stair down the pennisula cliff face, is 
a beacon tower. Atop the 50-foot tower a 
watch fire is maintained by 5 sailors who row 
out periodically to replenish the supply of fish 
oil that burns in the basin at its summit. 

Fll. The Barracks: This area is not well for¬ 
tified and is poorly guarded. However, a sepa¬ 
rate inner town gate must be crossed to enter 
the barracks neighborhood. The Prison (F12) 
lies to the north. 

Any character wearing a stolen uniform 
may be able to enter the area without chal¬ 
lenge (80%). But the chance of success drops 
5 % per additional person in the party. If the 
PCs are challenged, the guard of 24 Baaz may 
be alerted. The guards are illiterate and a fake 
written order will fool them into releasing a 
prisoner. Or the PCs may neutralize the two 
ogre guards, but then they have only 3 turns 


before the alarm is sounded. 

Lost equipment is in Toede's quarters. The 
guard will be suspicious if the PCs ask where 
the Highmaster's quarters are and will sound 
an alarm after the PCs have left the gate. 
There is a drunken human Warrior in the cen¬ 
tral compound and he might talk to a fellow 
officer, giving information about the prison, 
the dragon army or the unnatural alliance of 
the Highmaster's with the beasts of the Deep. 

F12. The Prison: The Prison is a one story 
stone building with barred windows and a 
wide walled courtyard, reachable only 
through the barracks. A stone stair leads up to 
the wall top where three gibbits hang over the 
court. The cells are small and damp and sew¬ 
age troughs lead out into the corridor and into 
a grate covered pit into the sewers. A barn 
with stacked hay is attached to the rear. 

A single ogre jailor who is going blind, 
stands guard. If attacked he will retreat into 
the darkness of the cellblock where others will 
be at -4 to hit, but he will not be affected. He 
has a small horn to sound alarm. 

If a PC is imprisoned here, the first time he 
will share a cell with a hairy insane looking 
inmate, who just grunts at him and chases the 
stray rat that enters, pouncing on it and 
devouring the creature. This is Erewan the 
Shaggy, leader of the town rebels and lieuten¬ 
ant to the Silver Fox. He is not insane, but is 
very much a survivalist and will do what it 
takes to survive. Inmates are not fed since they 
are usually to be executed anyway. If the PCs 
break out and take Erewan with them he will 
be in their debt. 

The other inmates of this prison include 
pirates, a one homed minotaur, and an old 
man who foams at the mouth. 

F13. The Sewers: A network of sewers and 
cellars lie beneath the wharf and may provide 
a dangerous hideout. The place is frequented 
by Ochre Jellies, giant scavenger Beetles and 
rats (use Salmon School stats). 

Fl4. A Hiding Place: If the heroes are on 
the run from the law, they may find a place to 
hide in one of two places, under the wharfs or 
in the cellar of a burned out building. This 
place is damp and dark and food must be 
stolen at night. There is a 10% chance that a 
spy can follow a PC back to the hideout and 
then will bring a double sized patrol. 
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ChapteR 7: the BI 006 Sea of IstaR 



This chapter provides details of encounters 
while at sea. The Events that are given are for 
use after the heroes flee Flotsam aboard the 
Perechon with Berem, the Highlords' prize. 
You may adapt one or two of the Exploring 
events {39) if the heroes go sailing earlier. 

events 

event 39: exploring the Blood Sea 

You may choose one of these random events to 
play out each voyage of the heroes, to enliven 
their journey. Or you may create your own. 

Event 39a, The Albatross: A large sea bird 
will take to following the ship, circling in the 
sky and acting as if it were spying on the PCs. 
It will circle for days, veering off just before 
the characters suffer an encounter. If the PCs 
kill the bird (AC 7; hp 3), the sailors will be 
mortified. It is a bad omen to kill a bird while 
at sea. 

If the bind is slain, the sailors will attribute 
all their misfortune to the PCs action and you 
may wish to add to the paranoia by having sev¬ 
eral chance events occur, such as: the main 
mast develops a crack, the food turns sour, the 
wind suddenly dies, an epidemic spreads on 
ship (Random Event 15), the cries of a bird are 
heard, but none can see it, a sailor is lost over¬ 


board at night and so forth. 

r Event 39b. Stranded: The wind dies down 
and the vessel is becalmed in the sea. The cap¬ 
tain will set ail ablebodied men and women to 
the oar (Maq will conserve the gnomish 
machine). Movement by oar is 2 hexes per day. 
The weather rums warm and the rowing is 
very exhausting costing a loss of ld4 hit points 
a day. After two days the crew will grow dis¬ 
content and there will be some talk of aban¬ 
doning ship. Or the crew might attribute their 
bad fortune to the heroes, using words like 
“jinx" and “overboard.” The lack of winds 
will last for 2d6 days. 

Event 39c. Land Ho: As the evening dark¬ 
ens the sky the lookout will sing out “Land 
Ho”. He has sighted a small rock of an island 
about 60 feet wide and 80 feet long off the 
starboard. This is actually the back of an 
ancient Sea Dragon. Sea weed and barnacles 
disguise the shell and a man’s corpse is tan¬ 
gled among some of the fronds. If the party 
waits an hour, they will see the “isle” slowly 
sink. If they go ashore to explore, they will 
find their ship is moving away, while in fact 
the island is moving. After ld<S+4 rounds the 
dragon will raise its long sinewy neck to see 
what there is for dinner. The corpse bears a 
magical medallion which always points north 
and adds +25% to a navigator’s chance to 


avoid becoming lost. 

Event 39d. Abandoned Dingy: Early one 
morning the lookout sights an old dingy adrift 
off the starboard. The craft is abandoned and 
only strands of seaweed decorate the seats. 
The gunwales bear claw marks. Stuffed 
beneath the rear seat is a leather vest with a 
blood stained scrawl. See the Ship's Log. 

Event 39e. Sea Race: The lookout sights a 
piece of wreckage adrift with an injured crea¬ 
ture clinging to it. This may be a mermaid, a 
Dimemesd (in human or otter form), or a 
Dargonesti. The creature is in bad shape and 
will die in two days if not administered to. 
The creature will must be kept moist or it will 
lose Id4 points an hour. Communication will 
be difficult, with those able to speak elvish 
only able to understand 35% of what is said. 

This event may be played one of several 
ways. A growing affection may develop 
between the rescuer and the victim. Or the 
creature may be a thief desiring to steal metal 
tools. Or it may be a wounded scout of its peo¬ 
ple with a dire message about the koalinth 
and sea dragon alliance. Or it may lead the PC 
to the wreck of a pirate ship, 30 feet down and 
provide the party with 3 potions of water 
breathing. The treasure is 10,000 gold and 
metal ware worth 1,500 steel. Whichever sce¬ 
nario is played, the creature will leave after 
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Ids+ 2 days or when a port is sighted. 

Event 39f. The Haunted Ship: The sky 
darkens and the sea turns an ugly green. The 
wind moans m the rigging in a sinister com¬ 
plaint. A mist creeps out of the sea and the 
dang of a distant bell can be heard. Suddenly 
a dark ship with tom sails is sighted off the 
port. A lonely hooded figure stands at the 
helm. Three skeletons dangle from the rig¬ 
ging. 

On the ship is an insane sailor, the only sur¬ 
vivor of a voyage into unknown distant lands. 
He lives a lonely existence at sea, feeding on 
the bounty of the sea. The ship is in fair repair, 
but he keeps up a haunted ship act to keep 
sailors and pirates away. Also on the ship are 
three tamed forest Taer, their fur bleached 
white. The Taer may be mistaken for ghostly 
figures. If someone has fallen overboard in 
choppy waters, he may have been rescued by 
the captain of this ship who is holding him as 
a prisoner against his will. The sailor has no 
treasure except for polished bones and shells 
and a single beige pearl (50 stl). 

Event 39g* Choppy Waters: It is possible 
that the ship will encounter heaving waters, a 
storm or be attacked by a huge monster. In 
each of these conditions it is possible for a man 
to become seasick or fail overboard. 

Each time a character takes a voyage, toll 
ld20 and add any constitution bonuses. If the 
result is a 5 or less, every rime choppy waters 
are encountered, the character must make a 
Con check or become seasick for 1-10 hours. 
Treat the sick PC as Random Event 15. Sailors 
do not become seasick. 

When entering choppy waters, the chance 
for falling overboard must be left to your deci¬ 
sion. If you feel that a character is too near a 
railing and not braced, he must make a Dex 
check plus strength bonuses or fall overboard. 
A man overboard must make a Con check 
each turn or suffer ldlO points. If he fails 
three Con checks he sinks beneath the waves, 
ft will require ld6 + 2 turns to bring the ship 
about and then the man overboard must 
make a save vs Breath Weapon to be sighted. 
AH sailors are treated as having Dex 16. 

If one of the PCs falls overboard, through 
no fault of his own, it is possible for you to res¬ 
cue the character and later reunite him with 
his comrades using the Amazing Rescue tale 
contained in the center of this booklet. 

Event 39h. The Mite; A thick fog blankets 
the sea obscuring vision. The crew will find 
the ship gripped by a current and pulled to 
the port and try as they might they can not 
break free. After half a day, a dark mass will 
loom on the horizon and the ship wiU crash 
into a floating hulk suffering 10 hull points. 

The ship has been snagged by the Mire, a 


floating graveyard of a dozen ships and a tan¬ 
gle of seaweed and debris. This event should 
be played for horror. It will take 1-4 days to 
repair the ship and then the party will have to 
discover some means to escape. This may 
either be through the aid of the Dimemesti 
living in a wreck on the other side of the Mire, 
by using two remove curses or by torching the 
Mire, this last a dangerous ploy. 

This ships graveyard may be explored by 
climbing from one rotting hulk to the next or 
by using a small long boat, ft is a mile wide. 
Ibings that may be met while exploring are: 
—Strange noises: creakings, groanings, and 
shrieks in the mist 
—Slime tracks that cross the wrecks 
—Patches of Strangle Weed 
—Falling into mire kelp acting like quick¬ 
sand, see Land Encounter 21 
—Palling beams, see random event 1 
—Rotten decking, dropping PC lO^O* 

The creatures that inhabit this haunted 
mire include a Giant Crayfish, a Giant Slug, 3 
Wraiths & 1 Ghost, a band of 14 Dimemesti 
and their two hippocampi, and 43 Lacedom. 

The treasure that may be found on various 
ships holds totals 400,000 copper, 60,000 sil¬ 
ver, 100,000 gold, trade goods worth 3,500 sd 
and gems and jewelry totalling 8,000 sd. 

event 40: plight fRom flotsam 


Moments after clearing the harbor mouth 
and reaching the choppy waters of the bay, 
the alarm is sounded. Troops and sailors 
crowd the decks of their craft. Already, the 
lighter gaUeys are pulling from their slips, 
as the fishing boats row frantically aside in 
panic. 

A fleet of five galleys will pursue the players in 
two turns, 4 turns if delayed. Maquesta will 
order full sail, despite the storm. The pursuit 
will last for several hours, until the rain stops 
and a thick bank of fog rolls in along the coast. 
After an hour, the wind dies and oars must be 
put into the water, Maquesta decides to risk 
the fog in hopes of losing her pursuers. This 
game of cat and mouse is played by rolling 
ldl2 each turn and adding any noted modi¬ 
fiers from the table below. AH modifiers are 
cumulative. 

-2 or Less—SUCCESS! Maquesta has 
slipped by the last pursuer and lost them in 
the fog. This does not occur as long as the 
Perechon is engaged in melee. The wind grad¬ 
ually rises and the Perechon escapes! 

-1 to 4 —Treacherous Reef If a PC is at the 
bow have him spot the reef and shout a warn¬ 
ing (make a Dex check). If successful, he 


warns the helmsman and the Perechon veers 
away in time. If there is no PC at the bow or he 
fails, the Perechon scrapes a reef and takes ld4 
huU points. The ship will run aground the 
fourth time it hits a reef. On the third reef, 
warn the Heroes that the Perechon starts ship¬ 
ping water. If grounded, the crew may aban¬ 
don ship or try some other ploy They may 
eventually capture another ship or the 
haunted ship if the Perechon is lost. 

If the Perechon is grappled to another ship 
either both ships hit the reef or both miss. If 
the enemy craft; suffers more damage there is a 
10% chance per point that it tan aground. 
When meleed Dex checks are at -3. 

5 to 8—Close Encounter One of the pursu¬ 
ers looms out of the fog sailing past. A voice 
hails the ship, “...Ho, on the starboard, State 
your name!" If another name of a ship from 
Flotsam is shouted there is a 50% chance the 
pursuerwillveeroff(-10% for each new Close 
Encounter). Add +2 to further rolls. 

If the Perechon calls a wrong or unknown 
name, the ship will grapple and a Boarding 
Party will be sent across. If already locked in 
melee a Boarding Party is the automatic 
result. 

9 to 11—Crashing Sound The sounds of 
wood groaning and tearing on a hidden reef 
echo in the fog. Then come cries to abandon 
ship. One of their pursuers has run aground. 
Subtract one ship and add -1 to further rolls. 
Once all pursuers are defeated in combat or 
run aground the Perechon escapes. 

12 or more—Boarding Party A pursuer 
closes with the Perechon and shouts, “Prepare 
to be boarded..." The attacker will be a light 
galley 80% of the time, with a crew of 15 
marines (Guards). There is one warship with a 
crew of 25 marines (Guards) and 2 Warriors. If 
the marines suffer 50% or more casualties, 
they will retreat to their ship and sail away. 
Add -1 to future rolls. 

The Perechon's crew will fight to the last 
man, but its speed will be reduced to 4 hexes 
in 12 hours if the crew is reduced to fewer than 
half. If the Perechon is captured the major 
NPCs and PCs are loaded on an enemy ship 
which turns toward Flotsam. However, the 
enemy vessel will tear its hull on another 
wreck and the crew will abandon ship leaving 
the characters locked up. It is up to the PCs to 
break free and construct a crude raft. Trie ship 
will sink in 3 turns. 

The PCs may be allowed to explore the sea 
at their leisure, but it is important to the story 
that they eventually enter the Maelstrom (Sea 
24). The next three Events offer 3 alternatives. 
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event 41: ORaoonfliQht 

A day or two after evading pursuit, one of the 
PCs awakes from a dream of being scrutinized 
by a dark orb with many eyes high in the sky. 
All morning he has a feeling of being watched 
and may indeed imagine eyes in the water* 
Around midday, he swears he hears the baying 
of hounds and starts to watch the skies toward 
Flotsam anxiously* Near evening, he sights 
them, a flight of blue dragons on the horizon 
winging toward them* 

Maquesta will order the ship turned into 
the Blood Sea (Sea 21-24) where a storm that 
constantly broods there may cover them from 
pursuit* Undaunted the Highlords will pur* 
sue. 

The dragons will reach the ship after it tra¬ 
vels two hexes* Kiriaia will demand the sur¬ 
render of the man with the gray gem and if 
they fail to comply the dragon flight will 
attack the ship. There will be up to three 
dragons, depending on if the lieutenants yet 
live. The dragons effort will be to hull the ship 
and sink it* If the ship has entered the storm, 
the dragons will be at one maneuverability 
class worse and -2 on their attacks, + 2 to save 
vs their breaths* 

As with the story, Berem should panic and 
attempt to escape the dragons* If unable to, 
he will be swept overboard by a wave at the 
last possible moment. 

If the ship is hulled and Berem escaped, it 
will drift and be pulled toward the Maelstrom 
(Sea 24)* If the ship entered the Blood Sea it 
will be caught in a current and swept toward 
the maelstrom at its heart. 

event 42: the Pcavcp 

A few days after evading pursuit, the lookout 
sights a black sail on the horizon. Maquesta 
seems worried, even though she has been 
known to fly that sail herself and paces waiting 
for it to draw closer* "Is it that fatherless scum 
Mandracore?" she calls. And yes, indeed it is 
the Reaver* 

Maquesta, though usually welcome on the 
pirate isle of Kothas, is at odds with the chief 
of the pirates Mandracore the Reaver (see NPC 
cards). She knows that his ship the Butcher, 
has the Perechon outmatched and that they 
can not survive an encounter* She will order 
the Perechon turned about and seek cover in 
the Blood Sea (Sea 21-24)* 

The Reaver knows that now is the time to 
eliminate his competition without witnesses 
and will pursue with a vengeance. The 
Butcher has a crew of 24 sailors (Guards), 9 
Warriors, and 8 Ogres with a leader. His desire 
is to sink the Perechon and fish Maquesta out 


of the drink. He will not follow further than 
Sea 21* But by then the Perechon will be 
caught in the current of the Blood Sea and 
drawn to its heart. 

event 43: to Save a ComRaOe 

The party receives a cryptic message from a 
creature of the sea (Event 39c), about a friend 
they believe has drowned* Their comrade'is in 
dire need of aid, and needs the PCs to come to 
the aid of the sea folk before the evil blot of 
the dragons invades the peaceful sunken 
realms. The party need but sad into the Blood 
Sea where they will be met by friends and 
brought to their lost companion* 

encounters 

All of the encounters at sea appear the same so 
only the types of creatures that may be 
encountered in each area and special areas are 
detailed in the Sea Encounters. 

If the encounter is in coastal waters check 
the description of the coastal land area. The 
PCs should be able to sight land at 8 miles 
out* Coastal waters may be plagued by reefs, 
sunken wrecks and sandbars* 

The color of the water will vary with the 
depth and the presence of seaweed. Several 
typical descriptions and encounters common 
to sea voyages are provided* Encounters A and 
B only occur in coastal waters. 

A, Sunken Obstacle: Here is a reef or sand* 
bar that blocks approach to the shore. During 
the day it is easily avoided, but at night or in 
fog a successful Dex check by the bow man 
will allow them to avoid collision. If the ship 
hits the bar it will suffer ld4 hull points and 
has a 10% chance per point of running 
aground and must wait for the tide to get off. 

B* Wreck: Usually a shipwreck denotes a 
reef or sandbar* If you desire, you may create 
your own adventure aboard the wreck* 

C. Fog: Movement is reduced to 2 hexes per 
day and there is a 40% chance that the ship 
will become lost (DM should decide location 
up to 2 hexes distant from starting position)* 

D* Winds & Current: The ship may 
encounter a current or strong wind that carries 
it along swiftly. The direction of the current or 
wind is determined by rolling a 6-sided die. 
Count the direction the ship is travelling as 1 
and then count each side to the right for each 
number (thus 2 is to the right and 6 is to the 
left). If travelling with the current or wind, 
the ship move 1 additional hex* If crossing a 
current or wind, the ship loses 1 hex of move¬ 
ment, and if sailing against the wind or cur¬ 
rent, movement is reduced to 2. 

E* Squalls: Squalls may come on suddenly, 


but only last for 2d4 turns* However they cre¬ 
ate choppy waters, see Event 39* 1 ■ 

There is a 10% chance that a waterspout 
will accompany a squall, treat this as Random 
Event 19* 

E Ship Damage: Periodically the ship may 
suffer some damage of age and the elements* 
This may include a ripped sail, a snapped 
rope, cracked spars or the vessel may scan to 
take on water from worm holes or warped tim¬ 
bers. The ship will need to trim sails and put 
into port as soon as possible* Trimming sails 
reduces speed to half normal* 

Aquatic Cogaturcs 

Several of the creatures found on the Monster 
Chart have aquatic counterparts and the same 
stats can be used, except these can swim* 

Anemone (Black Willow)—no sleep, attack 
paralyzes at -2 

Bullshark (Buffalo)—only 1 attack, stuns for 
1-4 rounds 
Ghagglcr (Slig) 

Koalinth (Hobgoblins) 

Kopoacinth (Gargoyle) 

Lacedon (Ghoul) 

Nudibranch (Giant Slug) 

Sea Lion (Spotted Lion) 

Vodyanoi (Umber Hulk) 

Island encounters 
42. kalpethis 

Hidden in a rocky bay that only a trained 
eye can find, is the pirate capital of 
Kothas, Kalpethis* Low stone walled out¬ 
posts flank the harbor entrance, protecting 
the bay with catapults. A watch is always 
mounted* The town is a collection of ram¬ 
shackle wooden buildings clinging to the 
side of the cliff* Their odd shape is results 
from having been built from the wood of 
plundered ships. Long rickety wharfs 
extend out into the bay and a network of 
wooden stairs, walkways and rope ways 
connect the buildings. In the harbor, sev¬ 
eral small war galleons constantly patrol. 


This is the home of Capt. Mandracore the 
Reaver of the Blood Sea* Several hundred 
pirates and their families live here when not 
out raiding* Outsiders are not welcome, and 
Maquesta can only visit when Mandracore is 
not here* Justice here lies with the strong and 
swift of sword* But constant troublemakers 
either become leaders of the pirates or dance a 
jig on the gibbet* 
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The possessor of this orb does not know any of 
its abilities* To learn a minor ability, the PC 
must study it for a full day and then make a 
successful save vs* spell* Keep track of each 
failure for future Mind Battles. 

To learn a major ability, the user must enter 
the Mmdwtb. 

Each time a known ability of the orb is 
used, the user must save vs. spell or be drawn 
into a Mind Battle* If he loses he is charmed. 
If he wins or makes the save, all evil dragons 
within 10d4 miles are alerted and arrive in 2d 6 
turns and attack non-evil creatures. 

This orb is from Silvanesti, where its origi¬ 
nal stand increased its power tenfold. The orb 
can change size from 1 * up to 20 * upon com¬ 
mand* The Mindweb is powered by the soul of 
the evil green dragon Viper. 

Minor abilities: 

Clairvoyance —60-mile r, three turns 
Invisibility 10’r —concentration 
Legend Lore —25 % chance of success 
Speak with Dead —as 21st-level cleric 
Water Breathe—one creature for six turns 

Major abilities: 

Airy Water— one-day duration 
Heal —one creature per day 
Command Dragon —one dragon for ld20 
turns* Dragon will try to pervert commands 
Teleport —one creature per day 

Charmed: If a PC is charmed by the orb , it 
influences his thoughts and behavior. First the 
character seems quiet, listless, and distant. He 
becomes selfishly concerned with his own 
safety and does not attack dragons or dracon- 
ians* After several days, he starts to become 
very paranoid. Within 14 days the orb will cre¬ 
ate one encounter a day that are actually man¬ 
ifestations of the PC’s dreams* The encounters 
arc left to the DM to create* After 30 days the 
PC is completely in the orb's power and his 
actions are controlled. 

Escaping the Mindweb: If a PC escapes the 
Mindweb he is fatigued for ld6 days, result¬ 
ing in -2 to hit and save and loss of all Dexter¬ 
ity adjustments* 

Mists of the Mindweb: The Mindweb is a 
mind adventure* A player whose PC is caught 
in the web should be taken aside for a solo 
adventure. You should fill in the dream 
details of each encounter. Since an encounter 
may be revisited, change the description each 
rime* An eerie green mist fills every room* 

If a PC is defeated in the Mindweb, he is 
charmed by the orb. He may leave whenever 
he is at the exit and has defeated his foe. 

These encounters are linked in a bizarre 
fashion and though PCs may travel from one 


encounter to another, they may not be able to 
go back* After each title is a list of the other 
encounters that it leads to. Each exit should 
have a due concerning the nature of the 
encounter it leads to. Examples of what might 
be used as a clue are given with each 
encounter* Passage between encounters 
should be described eerily. 

Mind Battles: Different scores are used to 
fight combat in this domain* These scores are 
determined in the following manner* 

Willpower - INT+WIS+CON+CHR+lvl 
Defense — WIS + Save Bonus + /- Successes 
Attack = INT + Level + / - Successes 
Damage = ld6 + WIS Bonus +/- Successes 

Willpower is the Mindweb equivalent of hit 
points* To attack, roll ld20* If the result is less 
than or equal to the attacker's Attack value 
minus the defender's Defense, the attack suc¬ 
ceeds and does the attacker's damage value. 
Previous successes and failures (i*e*, fleeing) 
add and subtract 1 each from Attack and 
Damage values. A roll of 1 always hits, while a 
roll of 20 always misses* 

For every foe he defeats, the PC recovers 
WP equal to his foe's Defense plus ld6* 

Characters may use spells and normal weap¬ 
ons from the physical world. 

Commanding the Dream Since this is a 
dream, it is possible for a PC to use his will¬ 
power to change and create things. Each PC 
must discover this himself* Almost anything 
may be created or tried using the guidelines 
below, but a PC cannot wish harm to a foe. 
This dream is controlled by an intelligence, so 
foes may use this ability once the PC does. 


Effect Cost 

Create a Weapon = 1 WP per points of 
or Attack Form maximum damage 
Gain Bonuses = 2 WP pet point (limit 
Spell-like effect = 3 WP per spell level 
Ally, Level 1* =1 WP per round 

Ally, Level n* =2 WP per round 
Ally, Level III* = 3 WP per round 


+ 5) 


Create/Transform Item (Derived from ...) 
Vegetable -1 WP 


Animal 
Mineral 
Transform Self 
Size change 
Form & Move 
Special Ability 


= 2 WP 
= 3 WP 


= l WP per round 
= 3 WP (lasts 2d4 rounds) 
= 5 WP per round 


Transform Setting (based on size of change) 
A Plant =2 WP 

A Structure = 4 WP 
Entire Terrain = 6 WP 


Nullify effect = Same as cost to create 


* An ally will fight for the PC* Its scores are: 


Def = 10 + Lvl; 

Atk 

= 20 

+ Lvl; Dmg = 

d4 x Lvl; WP = 

20 x 

Lvl 



Foe 

Def 

Atk 

Dmg 

WP 

Phantom/Friend 

9 

18 

ld4 +1 

25 

Warrior 

12 

22 

ld6 + 3 

40 

Wyrm 

13 

26 

2d4 +1 

55 

Spider 

14 

20 

ld8 + 2 

38 

Guardian 

15 

24 

dl0+4 

49 

Green Dragon 

16 

28 

2d6 + 3 

65 


the Adventure 

Entering the Mindweb: Suddenly the PC is 
surrounded by darkness; he feels disem¬ 
bodied* Then he finds himself floating down 
through swirling green mists to the first cham¬ 
ber* 

1* Guardian: (Exits; 2, 3, 5, 7) 

Clues: Battle Roar; Battered Door; Skeleton 

Chuckling, a foe steps out of the mist* Use the 
Warrior stats, but describe it as you desire* 
Each time the PC returns to this room another 
foe awaits him, but add + 1 to all its scores for 
each time encountered* Tactics may vary from 
taunting to trickery* 

After the battle the PC may exit through 
the ceiling hole* If he has come to explore the 
Mindweb or this is his third visit, the other 
four exits appear. 

2, Phantom of the Past (4, 6, 8, 10) 

CluesrSmell of Earth; Long Tunnel; Stairs 

Ahead the PC can make out a shadowy figure 
that seems familiar* This is a phantom of a 
comrade, lost love, or known NPC. He is the 
creation of the PC's concerns and may do dif¬ 
ferent things* He may complain of the despair 
of the dream, or rip apart and a monster steps 
out to do battle or he might just heal 2d6 WP. 
Then he vanishes. 

3. A lough Decision: (2, 5, 6) 

Gues: Dangling Sword; Rotting Beams; 
Goatskin 

This windy chamber creates a dangerous 
dilemma for the PC. A phantom of an NPC 
cries for aid in the midst of a dangerous situa¬ 
tion, such as of a raging fire, hanging halfway 
down a cliff, or floundering in choppy waters. 
For the PC to perform a rescue he must use 
some special ability or make 3 Wisdom 
Checks taking ld6 points of damage each 
time he fails* The rescued phantom gives a 
hint about the nature of the dream and then 
the scene vanishes* 
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In the middle of the empty chamber floats a 
bubble containing words of light. This reveals 
the orb's power of airy water. 

If the PC ignores the victim, the scene fades 
and a cold emptiness creeps over him. He has 
lost his will and all scores are at -4. This curse 
will remain if the PC escapes the Mindweb. 

4. Death’s Hand: (No exit) 

Clues: Deaths Head; FI as h i ng Ligh t; Ro t ting 
Odor 

From the entrance the PC sees something to 
lure him into the room—treasure, a foe, or 
another exit. Upon stepping in, the PC finds 
only blank stone walls and no way out. The 
Mind of Evil gloats over the capture. 

The only way out is by changing the dream, 
which costs 10 WP. Roll ld8 to determine 
which chamber he escapes to. If the PC has 
not discovered how to change the dream, have 
the character played as charmed for ld6 days, 
before giving the player fifteen minutes to try 
to escape on his own. Otherwise the PC 
remains charmed , 

5. Hollow Victory: {1, 7, 10) 

Clues: Tarnished Metal; Spilled Wine; 
Chains 

The PC discovers a foe awaiting. Describe the 
foe as you wish, but use the wyrm's stats. The 
foe declares that this is a contest and that the 
winner must agree to the loser's last request so 
long as it does not hurt the winner. 

If the foe wins he will not honor the terms. 
If the foe is reduced to 10 WP it cries defeat 
and demands something evil ot harmful be 
performed, such as slaying an innocent or dis¬ 
carding a weapon. 

If the request is ignored. the PC suffers ld6 
points of damage. If he meets the request 
there is a hollow mocking laugh for the PC has 
turned to evil. If he escapes he suffers an 
alignment change. The foe fades away. 

6. The Creeping Dread: (3, 8, 10) 

Clues: Darkness; Sound of Rats; Hooded 
Guide 

This chamber recreates elements of fear; dark- 
ness with things moving in it, being stranded 
on a ledge on a sheer cliff, weapon lost in a 
pile of bugs. The PC must dispel the feat with 
an ability or may make a Wisdom Check at -2 
to escape it. If he fails he loses one weapon. If 
he succeeds the scene fades and he stands 
before an open grave with a coffin. Hidden in 
the rotten burial w rappings within is a loaf of 
bread. When broken open, words of grain 
tumble out. This reveals the orb's heaJ power. 


7, The Gameboard: (3, 4, 8, 9) 

Clues :Trumpets; Narrow Passage; Secret Door 

The scene is a checker board. Five Phantoms, 
appearing as wraiths, hounds, or old foes, 
stand on the far end. A bodiless voice explains 
the rules. The PC must cross the board to 
reach the last row. He may move one space a 
turn in any direction. The foes may each move 
one space ahead vertically or diagonally, but 
never back. If the PC is trapped he loses. The 
PC may attack the foes, but then all attack 
him. Foes may also move off the left side and 
onto the right side of the board in the same 
row. To play this encounter, you need a check¬ 
erboard (eight by eight spaces). Select one 
counter for the PC and five for the foes. Each 
side picks the squares (on their end of the 
board) on which their pieces begin. 

If the PC wins he gains 4d6 WP. 

8, Warp of the Web; (1,2,4) 

Clues: Briars; Tapestry ; Ball of Yarn 

This chamber is a maze, either hedges, tun¬ 
nels, or paths hanging in space. The PC must 
reach the heart of the maze to escape. Each 
round, roll 2d6 to find the number of inter¬ 
sections and obstacles. A roll of 5 or 6 on the 
intersection die are special results; 5 = a 
switchback; 6 = a door in one wall. Each path 
has a value and to reach the center of the maze 
the PC needs a score of 5, but do not tell him. 
Paths to the right = + 1, to the left = -1, in 
the middle or going back = 0, and cheating 
- -2, If player gives up he is charmed. 

Roll Obstacle 

1 Nothing 

2 Beast (Def 8; Atk 20; Dmg d4; 

WP 15) 

3 Reverse of desired actions 

4 Narrows (Wisdom Check) 

5 Trap (Dmg ld6; int Check avoids) 

6 Dead end 

A spider hides in the center of the maze and 
responds to what PC thinks it will do. In the 
spider's belly is an egg sack and inside are 
emerald words that detail the teleport ability 
of the orb . 

9, lament of the Lost: (3, 4, 6) 

Clues: Reflection Beckons; Barred Door; 
Groaning 

This room is an odd prison, for the cells are 
mirrors, paintings, or pools. One cell has a 
black drape across it. The jailer is a cowardly 
phantom and is easily defeated. If the PC has 
lost his soul or turned evil, cell 3 holds a dupli¬ 


cate of the character who either begs or 
demands to be freed. If the PC does free him¬ 
self, the curse is lifted. The other cells hold 
monsters and an elderly lady. If the lady is 
freed she will warn against looking beneath 
the drape and then wither to dust. If other 
PCs have been caught by the Mindweb they 
are imprisoned here. 

To free a prisoner, the character must roll an 
attack against the cells barrier (Defense = 
16). Whether the PC succeeds or not, he loses 
ld6 WP for attempting. 

In the center of the room is a crystal bowl 
filled with a blue liquid. Drinking the liquid 
causes a random effect (roll ld4): 

1 = Lose 2d6 WP 

2 = Split into two identical people until one 

is slain 

3 - Able to see through the fabric of the 

dream for one turn and may move to 
room of PCs choice 

4 = Gain 2d6 WP 

Stirring the liquid causes words to form that 
reveal the power of command dragon . 

Behind the drape is a dark room with a 
cloaked figure. He looks up and steps from 
the cell . This is a window into the past. The 
PC faces a shade of the true master of the orb , 
Fistandantilus, If he defeats the PC, he will 
take control of the PC. Use the Guardian's sta¬ 
tistics. The original Fistandantilus was a 23rd- 
level mage, and here in the Mindweb, his 
dream shadow self is unaffected by magic. He 
commands the dream during the combat. 

10. Obstacle: (1, 2, 5, 7) 

Clue: Above Floor; High Wind; Thorns 

This chamber presents the PC with a hazard to 
cross: quicksand, a chasm, a forest fire, etc. 
The PC must figure out how to cross to reach 
the exits. This may be any reasonable method 
or via a Wisdom Check, Each round he fails, 
he takes ld4 points of damage. 

11. Heart of Evil: (Exit) 

This is the soul of the green dragon Viper, the 
power of the orb. She appears if she is openly 
challenged or the PC has mastered the dream. 
She will alter the dream in her battle. Defeat¬ 
ing Viper only expels the PC, She gains + 1 to 
all scores each time the player uses the orb. If 
other PCs have been previously caught by the 
Mindweb, they are here in one of the cells 
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The TALIS™ card deck is a game device for 
your own enjoyment. You may use it to 
enhance the mystery of your adventures or just 
for the card games. 

The TALIS card deck may be used to look 
ahead at the challenges and obstacles of an 
adventure. The veracity of the tale they tell is 
left to the DM to decide. Following are 
descriptions of the cards and key phrases to be 
used when making a reading of the chal¬ 
lenges, You will have to decide which of the 
interpretations best suits the situation or you 
may create your own as noted in the section on 
Making the Cards Sing, Each card has two 
interpretations: one while right side up, called 
“Enlightened'' t and the other when inverted 
to the DM, called “Shadowed." 

In addition, each of the cards may be used 
in a special way in a card game and the stand¬ 
ard game use of the card is defined. 

1, Dragons/Orbs These cards are both great 
beginnings and great challenges. They depict 
a dragon of evil and a dragon of good in con¬ 
frontation around an orb of might 
GAME: As a Dragon this card CONQUERS 
all. 

As an Orb, this card can NULLIFY another. 
Beasts This card depicts a Black and a Copper 
dragon, the basest of all beasts. 

Enlightened: Greed and avarice 
Shadowed: Fair dealings and trust 

Earth This card depicts a Green and a Brass 
dragon, creatures of the wilds. 

Enlightened: Envy, sloth and malice 
Shadowed: Truehcart, friend and ally 

Waves This card depicts a Blue and a Bronze 
dragon, creatures of the oceans. 

Enlightened: Betrayal and deceit 
Shadowed: Steadfast and faithful 

Winds This card depicts a White and a Sil¬ 
ver dragon, creatures of the sky. 

Enlightened: Coldhearted, unfeeling 
Shadowed: Loving, caring and loyal 

Flames This card depicts a Red and a Gold 
dragon, creatures of strong passions. 
Enlightened: Anger, rage and hatred 
Shadowed: Opportunity, control and calm 

2* Peasants These cards represent the com¬ 
mon man and his relations with the beasts of 
the earth. 

GAME: These cards are wild and can MATE 
with any other in some games. 

Beasts A barbarian girl confronts a cornered 
badger. Each is master of their fate. 
Enlightened: Hidden dangers lie about. 
Shadowed: D iscove ry of so m e h id de n sec ret. 

Earth A young kender watches the indus¬ 
tries of a mouse and her offspring. 
Enlightened: Patience, rest 


Shadowed: Impatience, action 

Waves A black child fishes in a stream a 
bounty of fish already on the bank. 
Enlightened: Peace, blessings. 

Shadowed: False peace, curses. 

Winds An elven child herds sheep to mar¬ 
ket, head thrown back in joyous song. 
Enlightened: Contentment, good control 
Shadowed: Daydreams, plans go awry 

Flames A dwarven maid finding her way 
through a dark cave is startled by bats. 

En 1 igh t ene d: Gu id anc e, su rebooted ness 
Shadowed: Lose way, clumsiness 

3. Stewards The stewards arc the caretakers of 
the land and the masters of the field. 

GAME ; Stewards may STEAL a card from 
another 

Beasts A barbarian plows a field driving ox 
on with a whip. 

Enlightened: Bmtishness, a lout 
Shadowed: Fair labor, strength of purpose 
Earth A kender maid harvests grapes eating 
more then she picks. 

Enlightened: Cooperation, joyful help 
Shadowed: Carelessness, selfish aid 

Waves A black youth brings water to an irri¬ 
gation ditch which feeds the fields. 
Enlightened: Deeds rewarded, kindness 
Shadowed: Barrenness, selfishness 

Winds An elven maid stands in a field. 
Enlightened: Innocence, good news 
Shadowed: End of innocence, bad news 
Flames A dwarven lad fights valiantly to 
control a raging forest fire. 

Enlightened: Courage, tenacity 
Shadowed: Surrender, failure 

4. Artisans These are all craftsman plying 
some trade or art for love of beauty, 

GAME: Artisans can cause a TRA DE of cards. 

Beasts A barbarian woman works a saddle 
beside a stream, while her mount stands 
watch. 

Enlightened: Preparation, readying for war 
Shadowed: A dire warning, look for an omen 
Earth A kender youth sits above a pond 
carving a horse from a block of w T ood. 
Enlightened: Inspiration, worthwhile deed 
Shadowed: Foolhardy, wasting time 

Waves A black w oman sits beside a waterfall 
in deep concentration painting. 

Enlightened: Great beauty, firm resolve 
Shadowed: Fraud, wrong choke 

Winds An elven youth sits above a bub¬ 
bling brook lost in the music of nature as rain 
falls in the distance. 

Enlightened: Competition, success 
Shadowed: Silly games, anxiety 



Flames A dwarf tempers the edge on a 
newly forged swordblade. 

Enlightened: Pride, careful work 
Shadowed: Jealousy, flawed endeavor 

5. Scholar These cards depict students of lore 
and the lessons of the past. 

GAMES: Scholars can DISCOVER the iden¬ 
tity of a card in another's hand. 

Beasts An aged barbarian spins an old tale 
while a wise owl nods sagely. 

Enlightened: Superstitions, false tales 
Shadowed: Legends, lessons of history 
Earth A kender scholar sits with his trea¬ 
sures before him a scroll blowing in his hand, 
but he is lost in the wonder of the wind. 

Enlightened: Curiosity, 1 essons of nature 
Shadowed: Laziness, cunning 

Water A black sailor plots new journeys and 
the rain behind parts to form a rainbow. 
Enlightened: New r goals, careful plans 
Shadowed: Dissatisfaction, untried plans 
Winds An elven maid stands atop a tower 
in blowing snow, surveying the land below. 
Enlightened: Good advice, perception 
Shadowed: Unwise decisions, deceived 
Flames A dwarven cleric sits on a roof study¬ 
ing by lantern, a beacon shines through the 
misty skies, 

Enlightened: Enlightened, hard study 
Shadowed: Confused, mislead, carelessness 

6. Warrior These cards depict warriors stand¬ 
ing in defense of their land. 

GAMES: A Warrior may Protect a hand . 

Beasts A barbarian warrior stands watch by 
torchlight with two watch wolves, 
Enlightened: Accusations, demands 
Shadowed: Judgement, understandings 
Earth A kender maid stands defiantly in a 
parched land, blocking the way. 

Enlightened: Duty, caution, danger 
Shadowed: Thieves, thorny problems 

Waves A black woman stands ready with tri¬ 
dent and net to capture the foe. 

Enlightened: Protection, adaptation 
Shadowed: Capture, defeat 
Winds An elven warrior stands wearily 
above the smoldering remains of a battlefield. 
Enlightened: Freedom, victory, waiting 
Shad owed: Bond age, bJ eak fu tu re, b rooding 
Flames A dwarven warrior attacks the foe 
before a flaming city. 

Enlightened: Champion, costly freedom 
Shadowed: Adversary, threat passes 
GAME: This card is the CHAMPION and can 
defeat any dragon card. 


27 










the tale of the Car&s 



7. Mage These cards depict mastery over the 
wild elements of nature. 

GAME: The Mage may either be used to 
cause the play to SKIP another or to force a 
CHANGE (discard and draw a new card) for a 
player. 

Beasts A barbarian shaman chants an 
ancient paen, while his mandrill familiar ech¬ 
oes the plea. 

Enlightened: Dishonesty, treachery 
Shadowed: Beware, dark forces are at work 
Earth A kender druid stands in a mist 
swirled graveyard, summoning new life from 
the earth. 

Enlightened: Rebirth, renewal, healing 
Shadowed: Fear, rejection, infection 

Waves A black sorceress summons the ele¬ 
ments to do her bidding. 

Enlightened: Friend, charming, leader 
Shadowed: Hate, seduction 

Winds An elven warlock summons the fury 
of the winds. 

Enlightened: Self control, mastery 
Shadowed: Turbulence, cruelty 

Flames An ogress feeds a boiling cauldron 
in the shadow of erupting volcanoes. 
Enlightened: Trouble brewing, wounds fester 
Shadowed: Fears unfounded, false rumors 

8. Lady These cards depict ladies of the land 
and queens of their domains. 

GAME: The Lady can PRESERVE peace, 
forcing a player not to rake an action 

Beasts A noble barbarian woman stands on 
a hill with her faithful bear. 

Enlightened: Unyielding, stubborn 
Shadowed: Dependable, supportive 
Earth An kender matron studies the bounty 
of the earth. 

E n 1 i g h tene d: Wo rk rew ard ed, boun ty reaped 
Shadowed: Poor work, poor harvest 

Waves A black woman views the still seas 
beneath the full moon from atop a tower. 
Enlightened: Health, tranquility 
Shadowed: Illness, doubts, darkness 

Winds A noble elven woman stands on a 
mountain top surrounded by visions. 
Enlightened: Faith, hope and mercy 
Shadowed: Disillusion, despair, nightmares 
GAME: This is Faith f Majere, the 21st god; 
she can COMPLETE any Court. 

Flames A dwarven matron tends a hearth. 
Enlightened: Hospitality, warmth, welcome 
Shadowed: Overindulgence, refusal 

9. Lord These cards depict lords of the land 
and masters of their domains. 

GAME: Lords can COMMAND and increase 
the value of each card in the hand by one. 

Beasts A noble barbarian sits on an antlered 
throne, a noble stag stands behind him. 


Enlightened: Injustice, tyranny 
Shadowed: Justice, democracy, fairness 
Earth A kender lord slouches beneath an 
oak tree drinking wine. 

Enlightened: Prosperity, fortune 
Shadowed: Sloth, misfortune 

Waves A noble black lord sits on a throne of 
seashells before a stormy sea. 

Enlightened: Council, purpose 
Shadowed: Bad council, misguided 

Winds An elven lord sits in a lofty throne, a 
borealis plays in the sky. 

Enlightened: Command, Leadership 
Shadowed: Domineering, single minded 
Flames A dwarven lord sits on a gem 
encrusted throne; a phoenix rises behind. 
Enlightened: Triumph, 

Shadowed: False victory, loss of vision 

The nine Fate cards have two distinct aspects. 
In this version, the Elian deck, the cards 
depict twenty of the 21 gods of Krynn. In 
decks of other lands they may differ 

Balance This depicts Shinare and Hiddukel. 
Enlightened: Wealth, freedom, power 
Shadowed: Greed, slavery, betrayal 
GAME: This card may be used to either Bor¬ 
row using 1 card from another's hand , or 
Betray replace one of foe's cards . 

Grove This depicts Branchala and Chislev. 
Enlightened: Nature, bounty, abundance 
Shadowed: Wilds, beastial, uncontrolled 
GAME: This card may be used to either 
Treaty making holder immune to attacks , or 
Coerce forces foes to attack each other. 

Sea This represents Habbakuk and Zeboim, 
while a shadowy figure circles above 
Enlightened: Sea, creation, passion 
Shadowed: Violence, seething, jealousy 
GAME: This card may be used to either 
Return allowing recovery of discarded cards 
Re vers changing the flow of the play. 

Knowledge This depicts Zivilyn and Gilean. 
Enlightened: Wisdom, hidden treasure 
Shadowed: Surface knowledge, lack of sense 
GAME: This card may be used to either 
Reveal forcing a foe to show his hand, or 
Demand forcing all to tell the truth once 

Weapon This depicts Reorx and Sargonas. 
Enlightened: Forge, a tool, shaping 
Shadowed: Vengeance, destruction 
GAME: This card may be used to either 
Defeat forces foe to lose 1 card, or Slay forces 
foe to draw a new hand. 


Wbard This depicts Simon and Lunitari. 
Enlightened; Change, transform, graystone 
Shadowed: Illusion, phantasms, mislead 
GAME: This card may be used to either 
Transform making one card wild , or Redirect 
turning an attack against a foe . 

Empress This depicts Mishakal and Morgion. 
Enlightened: Life, blessings, beauty 
Shadowed: Decay, disease, weakness 
GAME: This card may be used to cither 
Strengthen drawing 2 extra cards, or Weaken 
causing a foe's hand to be counted as one 
hand weaker 

Emperor This depicts Kiri-Jolith and Che- 
mosh. 

Enlightened: Hero, slayer, general 
Shadowed: Bane, enemy, ravager 
GAME: This card can be used to either Lead 
making hand next higher value, or to Destroy 
eliminating 1 foe's hand. 

Dragon lord This depicts Paladine and Takhisis 
as the Dragon aspects and Solinari 
Enlightened: Ruler, order, light, control, 
hope and beacon 

Shadowed: Evil, chaos, darkness, failure, 
despair and devouring shadow 
GAME : This card may be used to either Con* 
trol Tell foe what he may or may not do , Select 
May choose the play for a foe . 

makmq the Car6s Smq 

The use of the TALIS™ card deck in your 
adventures adds an element of mystery and 
the unknown. Two ways to read the cards are 
given. You may create others. To make a read¬ 
ing, all you need do is shuffle and deal the 
cards in the patterns described. Then read the 
introductory sentence for each location and 
interpret one of the meanings, whether 
enlightened or shadowed. 

You may use these cards only to entertain or 
you may allow the results of a reading to lead 
and inspire your adventure encounters. Or 
you may create your own interpretations to 
the adventure. An example is given. 

Shuffling Since the cards have a different 
meaning when they are upside down it is 
important to mix the deck so that approxi¬ 
mately half arc inverted. To do this cut the 
deck in two and then point the ends at each 
other and shuffle them together. Repeat this 
process several times before starting. If you 
want to let the players participate, they may 
shuffle the deck too. Once the cards are shuf¬ 
fled, cut them into three piles and then pick 
them up in the reverse order. You are ready to 
start. 
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the tale of the CaROs 


S?? 


Laying Out the Cards It is not important in 
which way you turn the cards over, only that 
you do it the same way for the entire reading, 
whether this is end over end or side to side. 

The Sash is used by seers and orades to store 
the cards and control the readings. It is always 
laid out crosswise in front of you with the tas¬ 
sels to the right. The symbols on the sash are 
the four dements and infinity and the three 
phases of time, the past, present and future. 
The topside of the sash represents the chal¬ 
lenges while the bottom side forms the sup¬ 
porting forces. Cards are always place first to 
the left and then to the right depending on 
the method of reading. 

Seeker A fifty-fifth card is provided to be 
used to represent the PC seeking an answer. It 
depicts elements from all the suits. 

Reading the General Atmosphere After the 
cards are laid out, but before beginning the 
reading review 1 the cards and take note of any 
sets of cards that might be present, whether 
this set is several cards of one suit or House 
(the same values) or Fates or an abundance of 
Court cards. These show a major influence. 
Dragons Great rewards or great challenges 
Peasants A revolt or a disorganized mob 
Stewards A harvest or plotting 
Artisans A contest or an industry 
Scholars A discussion or an argument 
Warriors A battle or armed resistance 
Mages A quest or an enchantment 
Ladies One’s home or gossip 
Lords An alliance or enemies marshalling 
Beasts Trials of man, treachery and rages 
Earth Trials of nature, wit and industry 
Waves Trials of heart, health and skill 
Winds Trials of will, faith and knowledge 
Flames Trials of arms, leadership and pride 
Fates Trials of control, mastery 1 & mystery 
Courts Trials of state, diplomacy & lies 

The following phrases are used to start a 
reading and at its conclusion. 

Start Let us turn to the future and our eyes 
be opened to the challenges that await so that 
by seeing our path more clearly, we will not 
stumble on't. 

Conclusion As the fates have deemed us 
worthy to receive this foreshadowing, may no 
ill come of this reading, but rather may we 
turn this knowledge to armor us in the trials 
that await, 

methods of Reading 

YES/NO - WEAL /WOE This method is fast 
and simple and determines if an idea is good 
or bad or if the results will be harmful. Deal 
and cut the cards then spread them and draw 
and turn up three. Look at how many cards are 


right side up. If three, the answer is definitely 
YES, if two, the answer is Yes with some con¬ 
ditions. The reverse is true if they are inverted 
meaning NO and No. 

The journey This is the most complex and 
most detailed method for reading the cards. 
Shuffle and cut the cards. Then deal out ten 
cards in the pattern shown. If a power card is 
turned up, place it above the sash and deal 
another card. Here are the meanings of each: 

0. The Seeker This card represents those 
who seek to know the paths they must trod 
and what fortune lies before them. 

L The Companion This card accompanies 
the seeker on his journey influencing his deci¬ 
sion, this card is always friendly. Your com¬ 
panion is: 

2. The Path This card shows the path you 
already tread and the winding way before. 
\bur path is: 

3. Crossroads Here you are faced with a 
decision, three paths lie before you and you 
may only choose one. Those forces that influ¬ 
ence your choice are: 

4 . Challenge Before you continue you face a 
challenge that may alter the future or change 
your decision. This challenge is: 

5. The Right Path This path leads to trials of 
might and health. You will be sorely tried by 
enemies here, whose purpose seems to be: 

6. The Left Path This path leads to trials of 
cunning and insight. Your foes are clever and 
will try to trick you. You must beware: 

7. The Straight Path This path leads to trials 
of the heart and spirit. Your faith will be tem¬ 
pered by the fire, your trials will be: 

8. The Goal Your goal lies in the past, cre¬ 
ated in a time before to tempt you now. The 
goal you seek will bring you: 

9 . The Foe Your goal is guarded by a power¬ 
ful adversary who desires your defeat. \bur foe 
is: 

10. Influence Over the entire adventure a 
force broods, manipulating the events for its 
own unknown purpose. This influence is: 

1L Fates These cards represent powers 
beyond the ken of mortal men, forces pushing 
and pulling at one's destiny. The powers you 
must beware are: 

Oqrcss* prophecy 

Add these interpretations to the Oracle s read¬ 
ing of the heroes' Journey. These quotes refer 
to different features of the adventure. Each 
suit adds a location to the item if appropriate. 

Beasts There are waving grasses and vast 
wilds here, trod by no man. 

Earth Your path takes you through dark 
winding woods and thorny forest. 


Waves By w^ater you must go, and fed the 
mist on your cheek. 

Winds High windy lands lie between you 
and your goal, past rolling hills and shifting 
dune. 

Flames This lies in a desolate land, amid 
broken hills. 

Fates Wither your path leads lies in the 
hands of a higher power to choose. 

Each of the numbers of the five natures have 
these added meanings. 

lo. Here there is conflict of good and evil, 
vying over a great gray stone. 

2. Here is a cowardly, lazy creature. He 
lives on the labor of others more mighty. 

3. You have a strong ally in an ancient crea¬ 
ture of the earth. Do not betray him, he is 
your greatest strength. 

4. Valiant allies of the wave will come to 
your aid if you are true to them. 

5. Here is an unlikely ally, one who knows 
much, both of aid and woe, 

6. If you seek flight, turn to the warriors of 
the land, those who love liberty. 

7. Here is a deceiver, hiding beneath the 
form of dear friends. 

8* Here is a dark lady of power. Her cour¬ 
age unchallenged. Her motives noble but mis¬ 
guided, Here is your greatest challenge. 

9. Here is a brooding lord of darkness his 
evil seeps into all, his horror threatens to 
spread across the land. Here is one beyond 
life, yet still dinging to a mortality. 

Each of the Fate cards has a special meaning. 

Balance Here there is conflict between 
freedom and tyranny. An evil pact is forged. 

Grove There is a dark shadowy creature 
here. It threatens to swallow the light. 

Sea To the sea lies your goal. You must cast 
your nets to see what you will catch. There is a 
guardian that watches over you. 

Knowledge There is a hidden knowledge 
that you must seek. It will be the key to vic¬ 
tory. 

Weapon There is a great vessel of power. It 
may lead the way to freedom if you can find its 
master and bring her forces to your cause. 

Wizard Trust none, there are those who 
seem friends who serve only their own pur¬ 
pose. 

Empress There is a dark lady who rules the 
evil. Only you have the power to thwart her 
plans. 

Emperor Beware the homed warrior, he 
stands athwart your path. 

Dragonlord There is a glimmer of hope 
here, a secret ally, a creature of the light. 
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RumoRS, Leqends, & Omens 



Rumors arc used to provide PCs with impor¬ 
tant dues and warnings about the adventure. 
When to give rumors is explained in the DM 
Notes in the Prologue, A rumor or several 
rumors may be selected based on the location 
of the PCs or by rolling Id20. Rumors may be 
learned by talking to someone, bribing, over¬ 
hearing, posters, and reports. You may create 
your own rumors about the land or create 
adventures based on the legends. (Roll Id6: I- 
3 = Rumor, 4-5 - Legend, 6 = Omen) 

Rumops 

1. Posters urge brother to betray brother. 
There is a price on every elf for the deliverance 
of the lord of the rebels, Renard. 

2. The Highlord does not wear a helm, 

3. The ogres resist this rule of evil men and 
would as soon make war with each other, 

4. The dead have been awakened to join 
the forces of the High lords. 

5. Squads roam across the land recruiting 
all able-bodied men, killing all who resist, 

6. If ever in need of a friend, seek one 
known as Pig-faced Willy. 

7. A humorous tale is told of the kender 
who drove the High master and his army from 
their woods, though they were outmanned. 

8. The rebels are lead by one who can van¬ 
ish into the woods, and his second, a brother 
to the beasts 

9. The rebel's sign is a sash, green as the 
leaves and red as our foe’s blood. 

10. The rebels can come and go at will 
from the Highmaster's stronghold, 

11. The Highmaster is a cowardly sot, 
renowned for his girth and atrocious odor. 

12. The Highmaster has a mysterious aide 
who can go anywhere, see anything. 

13. Within the Highlords' forces are our 
friends, a viper at the Highlords' breasts. 

14. Few ? ships leave the ports save those 
garrisoned by draconians and bound to the 
Plains of War. Only fishing boats may leave 
each day, and they must stay near the safety of 
a harbor or face the savage pirates. 

15. Pirates infest the Sea of Istar. They prey- 
on the weak, steering wide of the Highlords 
ships as if they had a pact. Worst of the lot is 
Mandracore, the most vicious, bloodthirsty 
scoundrel to sail the crimson tide. 

16. The pirates are superstitious and easily 
spooked by c h i 1 d re n' $ t ales. 

17. A visiting Highlord is looking for 
something or someone. Since his flight came, 
all are stopped and questioned. 

18. The black captain is a brave one who 
has sneered in High mas refs face and lived. 

19. The black captain’s guardsman is more 
beast than human. He can charm any woman. 


20. Seek Sevil Draanim Rev. He knows all 
one could desire and can obtain anything, if 
the price is tight. He is as loyal as money. 

21. Ogres are recruiting men to guard their 
caravans, 

22. Tales of heroes who have slain dragons 
abound, tales of a dour warrior, a frail elf- 
maid, a crafty dwarf, and a clever kender 

23* The rebels are learning to summon 
lightning to confront the Highlord. 

24, Rumors abound of the Highlords 
betraying their pirate allies. 

25, The Highlords and ogre chiefs plan a 
secret meeting to cement their alliance. 

26, The bullmen of Minas are a vicious, 
bloodthirsty lot even crueler than pirates. 

27, The Spring of Habbakuk has been 
found. The waters give mastery over the sea. 

28, The ogres have a monstrous secret: A 
creature so fearsome that few are sure if it is 
the guardian of the ogres or if they are its 
thralls. 

LeqenOs 

1. A gray stalker haunts the wilds. He can 
not be harmed. He drains vitality. 

2. On a rocky shore, in a bloodstained ruin, 
restless souls mount an eternal vigil, watching 
still as they watched at the end of Istar. 

3. On moonless nights the Blood Sea roils 
and chums with the torment of the wicked 
souls of the lost. 

4. There is a mist-shrouded island that 
holds the bane of all things. 

5. Legend tells that Elian the Fair, lap of 
civilization, hosts the Garden of Wonder. 

6. By the crystal caves is a creature whose 
beauty can blind a man. It sings a sad refrain 
of the lost majesty of the land. 

7. Grim games of horror and barbarity are 
enacted in the arena of the minotaurs, 

8. It is said that high w ithin the mountains 
of Minas live men who can fly. 

9- The Mire, a graveyard of ships, can only 
be found when it claims another, A pirate’s 
ransom is said to be buried there. 

10. Death’s Teeth, twin towers that guard 
Reaver s Bay, were once homes to two brothers 
who kidnapped and slew the other's family 
and swore enmity forever, 

11. The very earth rebels against the 
oppressors, swallowing entire armies so that 
even the Highlords fear the land. 

12. Am onstrous be ast, c alle d Sh i rgre nth, 
haunts the Gaggle Woods. Hunting at night, 
it can eat an entire herd. Only fire can harm it. 

13. The Oracle of Elian is able to unravel 
the skeins of Fate, and see the future. She has 
foretold that a band of heroes will pass this 
way and should be sent to her. These heroes 


hold the key to the Highlords 1 defeat. 

14, A monstrous child of the Dark Queen 
prowls the land, destroying rebels. 

15« The trees of Grim some Glade are as old 
as the Age of Dreams. They resent man and 
unnatural beasts, slaying all trespassers. 

16. As a creature nears his span of years he 
is called to dance the Death Spiral, a final 
game with Death that none can win. 

17. A spring of life is lost in the Dairly 
Plains. It brings health and youth to some, 
but madness to others. 

18. In the ogre lands, legend tells of the 
Valley of Vipers, where plum-sized gems car¬ 
pet the earth. None dare seize them, for ser¬ 
pents coil among them and poison the land. 

19. Far to the north in the Worldscap 
dwells the living Beacon, a guide to lost mari¬ 
ners, and a candle of hope in dark times, 

20. Long ago, there were five Towers of 
High Sorcery. But the Priestking ordered them 
sealed for all time. One stood above the capi¬ 
tal of Istar. 

Omens 

1. Ravens circle in the sky foreshadowing 
dangers or carnage. 

2. A white stag bounds toward the area of 
most hope for the party. Then it disappears, 

3. A sudden gust of w r ind blows and a 
cloud or leaf shadows form a deathshead, 

4. A bird struggles in a thorn bush. 

5. The clouds or leaves pan, and a ray of 
sunshine illuminates the path ahead. 

6. Where the party treads, the grass does 
not spring back, but w r ithers and dies. 

7. Storm clouds billow on the horizon. 

8. A pale faerie fire dances toward the 
party, attracted to metal and wood. 

9. A lucky find: a copper coin, a shawl, a 
thimble, a button, a buckle, or an empty vial, 

10. Bleached white branches stick out of 
the earth like the bones of an ancient beast. 

11. A feeble screech breaks the silence and 
a dead bird falls at the party’s feet. 

12. Floating wreckage supports a shadowy 
burden: a survivor, body, otter, etc. 

13. Racing through the waves, a pair of 
dolphins keeps pace with the party's ship, 

14. On the horizon the sky turns a crimson 
hue, boding fair weather or foul. 

15. A breeze fills the air with windsced, 

16. A green leafed bough floats past. 

17. A rainbow appears before the party. 

18. A shadow sweeps across the land. 

19. Low flying birds dart about, diving and 
turning in a mad dance, 

20. A small silver fox yips at the PCs. It 
leads them to secret paths, overlooks, and hid¬ 
den details before vanishing. 
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A FRIEND IS AUTOMATICALLY FRIENDLY TO THE PC A FOE IS AUTOMATICALLY HOSTILE TOWARD PCS 

AN N PC IS A CHARACTER WHOSE RESPONSE DEPENDS ON THE ACTIONS OF THE PCS 


wayLoRn wyveRnsBane sth-level Human Druid 

(Friend) 


STK 8 
INT 9 


WTS 16 
DEX 13 


CON 14 
CHR 13 


THACO 16 
AL N HP 36 


AC 3 {Leather Armor + 2; + shield) 

WEAPONS Cudgel (1D6/1D 3); Staff of the 
Serpent (3-8 / 3-8); Scimitar + 2 (3-10/ 3-14) 

SPELLS 1st: 6 2nd: 6 3rd: 3 4 th: i 
ABILITIES Identify plant, animal, pure 

WATER; PASS WITHOUT TRACE; IMMUNE TO 
WOODLAND CHARM ; CHANGE TO BIRD, MAM¬ 
MAL, AND REPTILE ONCE EACH DAY 

EQUIPMENT BACKPACK, METAL MIRROR 

LANGUAGES Common, Silvanesti Elf, Solamnic 
Qualinrsti EJf, Hit! Dwarf, Draconian 
See back of card for more information. 



Bcpem evcpman 5 th level Human ranger (NPC) 


sevil dRaanim Rev 6th level Fighter ($th-ievel Cleric) 


STK 14 
INT 12 


WIS16 CON 15 
DEX 10 CHR18 


THACO 16 
AL NE(L) HP 64 


AC s (Ring Mail; + 2 Ring of Protection) 

SAVES: +1 

WEAPONS Sap (1-2/1-2; Knockout 70%); War 
hammer {2 3 /1D4); Spiked Chain +2 (4-14/ 4- 
10); Amulet of Spell Turning (glows when 
A SPELL IS CAST) 

SPELLS 1st: 6 2nd: 6 3rd: 3 4 th: 2 

LANGUAGES: COMMON, SOLAMNIC, DRACONIAN, 
Quaunesti Elf, Hill Dwarf, Goblin, Ogre 

See back of card for more information. 



IorO toeOe /TH-level Hobgoblin Fighter (Foe) 



STR 11 WIS n CON 13 THACO 16 
INTts DEX ii CHR 13 AL N HP 37 


AC 10 (No Armor) 

WEAPONS Daggers (1D4/1D3); Short Sword 

(1D6/1D6) 

ABILITIES Regenerates 1 point per round of 

AU. DAMAGE; IMMUNE TO FIRE, ACID, POISON, 
MAGIC, DISEASE, DROWNING, AND PETRIFICA¬ 
TION; TRAINED HUNTER, TRACKER, AND NAVI¬ 
GATOR 

LANGUAGES Common 


Sec back of card for more information. 



STR 16 WIS 11 CON 16 THACO 13 
INT 8 DEX ro CHR 6 AL LE HP 42 


AC 4 { Dragon Scale + r; shield) 

WEAPONS Sung w/10 bullets (23/2-7); 
Bastard Sword + 1(3-9/3-17) 

ABILITIES Infra VISION 6q-ft range, charm— 
CAN MASS CHARM GOBLINS, HOBGOBLINS, AND 
OGRES TO FOLLOW HIS ORDERS FANATICALLY, 


UP TO 31 HD; CAN LEAP UP TO 30 FEET EACH 
ROUND INSTEAD OF NORMAL MOVE 


LANGUAGES Common, Goblin, Hobgoblin, 
Ogre, Draconian, Solamnic 

See back of card for more information. 


silveR fox /th-level Half-Elf Ranger (Friend) 



STR 17 WIS 13 CON 16 THACO 13 

INT 13 DEX 10 CHR 13 AL LG HP 63 


AC 4 (Splint Mail; Elven Cloak) 

SAVES: + 1 vs. Mental 

WEAPONS Long Sword +1(2-9/ ^ 9 ) Long 
Bow w/io ARROWS (1D6/1D6; #AT i) 

ABILITIES 90% RESISTANT TO SLEEP AND CfMflM; 
INFRA VISION 60' RANGE; SURPRISES ON 1-4 IN 6 

LANGUAGES Common, Silvanesti Elf, Ken- 
der. Goblin, Hobgoblin, and Draconian 


See back of card for more information. 



qiL6en tongue 8-HD Aurak Draconian (Foe) 


STR 12 WIS it CON IO THACO 10 

INT 17 DEX 13 CHR 16 AL LE HP 49 


AC o (Natural) #AT: i 

WEAPONS Energy blasts (* 2) (ids + 2); 
Breath (3/day) 

EQU IPMENT Amulet of Proof against Detec¬ 
tion AND LOCA DON; AMBER { too STL) (CLAIR- f 
VOYANCE ONCE PER DAY); DISPEL MAGIC ROD > 
(LVL 20) (3 CHARGES, AREA OF EFFECT l* 

CUBE); POTION OF WATER BREATHING ( * l) 

Slow Sand (1 doses) 

LANGUAGES COMMON, DRACONIAN, HQBGOB- 
□N, Ogre, Silvanesti Elf, Solamnic 

See back of card for more information. 


BaOqeR 6th-levfl Dwarf Fighter/Thief (Friend) 



STR iS WIS 11 CON 17 THACO 13 

INT 10 DEX 16 CHR 11 AL CG HP 34 


AC 3 (Studded Leather; DEX bonus) 

WEAPONS Daggers (1D4 / tD 3); Bearclaw' 
(1D6/1D6); War Axe +1(1-7/24) 

THIEF ABILITIES PP 5 5 %; OL 62 %; FT/RT 
60 %; MS 47 %: HS 37 %; HN 20 %; 

CW 82 % 

LANGUAGES COMMON, Hill Dw arf, Gobun 


See back of card for more information. 


kitiaRa 14TH-LEVEL Human Fighter (NPC) 


STR 14 WIS 7 CON 14 THACO 8 

INT 13 DEX r8 CHR 14 AL LE HP 63 


AC -1 (Dragon Plate + r; DEX Bonus) #AT: 

WEAPONS Dagger +1(1-3/ 2-4); Bastard 
Sword + 3 (3-11/ 3-19) Crossbow of Speed 
W / 20 BOLTS (1D4/1D4; 0AT2) 

EQUIPMENT Ring of Telekinesis; Ring of 
Spell Storing ; Podon of Extra Healing 
( x 2) , Amulet of Darkness— speak with 
Dark Queen (i/day) 

LANGUAGES Common, Plainsman, Solamnic, 
Draconian, Quaunesti E if. Kender 

See back of card for more information. 













































Sevil is a man of mystery. He claims to be a warrior, but is secretly a cleric, 
No one knows of his clerical abilities and he misleads those who suspect 
into believing his powers come from his amulet. 

Sevil's throat bears the nasty scat of a hanged man, and speaks with a 
hoarse, raspy voice. Be is secretive, but willing to aid the Dragon 
Highlords 1 enemies for his own purposes. 

Sevil appears to be the ultimate mercenary, selling anything if the 
price is right. He mainly sells information and weapons. His information 
seems to be at least 60 % correct, 

Sevil is loyal only to himself, A fallen cleric, he desires to prove his 
worth to the Dark Queen and recover his status. He resents Toedes rank 
above him, and will betray him if given the chance To disgrace Toede, 
he will try to break the Ogre Alliance and thwart Toede’s other plans 
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lord Toede is the Dragon Highmaster in charge of Balifor. He gained 
his rank by surviving when his superiors did not. He is a slothful, 
cowardly bully, full of bluster and threats when he has the upper 
hand, but a sniveler and whiner around superiors. 

He possesses a crude cunning, and is quick to escape when the 
going gets tough. On his amphi dragon he feels like a king and may 
take risks. 

He prefers to act cowardly* while creating plots that are less risky to 
him. He is a back stabber, and is quick to shift blame to others. He 
believes he has a secret alliance with Sevil. He resents Kitiara greatly. 

Hopsloth, his amphi dragon, is as surly as its rider. It has the 
demeanor of a fat toad and delights in terrorizing others. Loyal to 
Toede, it will do anything to help him. More details on amphi 
dragons are given under New Monsters, 
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Giidentonguc is a special agent of the Dark Queen, sent to keep the 
peace between Lord Toede, Kitiara, and her other allies. He reports 
back on any trouble Only Toede and Kitiara know of his true nature. 
He responds to their orders only if it suits him. 

Loyal to the Dark Queen and her purposes, he was sent to spy on 
Kitiara, as he distrusts her motives. To frustrate her, he supports Toede 
whenever possible. Hearing of the Oracle's prophecy he wants to seek 
her out for some answers and then intends to slay her. If he encount¬ 
ers the PCs, he attempts to mislead them into danger with friendly 
advice and then reports on their presence to Toede. 
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Kitiara is General of the Blue Dragon Wing, one of the top five 
commands of the Dragonarmy. Her keen military ability, a legacy from 
her warrior father, and her alliance with the blue dragon Skie h have 
helped her to rise through the ranks of the Dragonarmy swiftly, qui¬ 
etly eliminating any who stood in her way. 

Though Kitiara appears to remain calm and in control during 
combat, she is a woman of strong passions. She is self-assured and 
independent, full of vitality. She is motivated by a drive for power 
and a desire to best men. She seeks vengeance against those who anger 
her. 

In her position, information is the most valuable commodity, and 
she captures important characters rather than slay them. 

She keeps her distance from others to avoid vulnerability She views 
her mount Skie as a loyal pet. She hopes to someday find her brothers 
and Tanis and convince them to join her. 
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Vfaylom Wyvemsbane is from another millennium. Recently reawak¬ 
ened in this time, Waylorn is confused about this era. In his time the 
last dragons had been driven from rhe world and only wyverns 
remained. 

Waylotn is a trustworthy comrade, but serves his own purpose. He 
believes that his failure to stop his elven lover Si Ivy ana, who had 
turned to evil, caused the Cataclysm. He sought the enchanted sleep 
to pursue her through time. He is secretive about his past, 

Waylorn usually acts as most druids, but when confronted by dra- 
comans, dragons, or lizards, he throws off his helm and shouts chal¬ 
lenges and wades into battle as if a valiant warrior After the battle, it 
may be several hours before he returns to normal. During this time he 
claims to be the Huma of legend, and sees everything as grand quests 
to be undertaken. If pressed about his being Huma, Waylorn becomes 
confused and returns 10 normal. 
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Berem was first encountered in DL 4 , Dragons of Desolation, as a 
crazed old man, prisoner of the Daergar. He has shaved his straggly 
beard and now appears younger, though weathered. There is a 1 in 10 
chance that any PC, except Kronn or Serinda, may notice something 
familiar about the man. He speaks little and attempts to avoid others. 

Berem is a hunted man and only seeks to remain free and unno¬ 
ticed. He is both fearful of and fascinated by the Dragon Highlords. 
He is aware of his inability to die, but will not reveal this to others. 

He faces his trials with the sullenness of a martyr. The threat of cap¬ 
ture by the Dragon Highlord sends him into a frenzy. 

Imbedded in Berem's chest is a dull gray fist-sized gem. This myste¬ 
rious gem cannot be removed and makes him immortal. When the 
gem is healing him, it glows green. The Dark Queen wants this gem 
and her people are searching for the man who has it. 
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Silver Fox is the leader of a band of rebels who hide in the Gaggle 
Woods. Not strong enough to challenge the entire Dragonarmy, their 
knowledge of the land allows them to raid and evade pursuit. He is a 
dashingly handsome, slender half-elf. 

Silver Fox’s ultimate goal is to make the Dragonarmy 5 life so 
unpleasant that they will eventually leave. He delights in taunting the 
enemy. Realizing that the inept Toede is his best ally* the Fox does 
what he can to help Toede retain his post. Silver Fox helps enemies of 
the draeonians, but he is cautious and does not risk the lives of his 
men foolishly. Silver Fox's band of freedom fighters include 18 2d- 
level Wild Elf fighters, four 7 th-levd Wild Elf fighter/druids,eight 
2 d-level dwarf fighters, three 5 thdevel kendcr thieves, and 15 4 th- 
level human fighters. 

He rides a black stag named Sable (AC 7 ; MV 18 *; Save as F 4 ; hp 
30 ; # AT 3 ; THACO 13 ; Damage ld6/ Id 6 / 2 d 4 ), Sable is a highly 
intelligent creature, able to follow simple commands. He hates dra- 
conians. 
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Badger is a feisty hill dwarf and lieutenant to Silver Fox T s freedom 
fighters. His dan was decimated by the Dragonarmy, who carried 
many of his people off to work as slaves, mining ore and crafting 
weapons. 

Badger does not trust strangers and only fights alongside elves and 
kender because of their common cause. Badger snarls at ail challenges, 
and growls at friends A grim and crafty fighter, he has sworn to one 
day personally slit the throat of a Dragon Highlord. He is terrified of 
dragons, however. 

He has a wart hog mount named Gouge r: (AC 7 ; MV 15 *; Save as 
F 3 ; hp 25 ; # AT 2; THACO 16 ; Dmg 2 d 4 / 2 d 4 ) Gouger has average 
Intelligence and only responds to Badger's commands He is very 
ornery, but fond of fruit. 
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tieRA LenqstRien 6th-level Fighter (NPC) 


bas ohn-kORAf 8 * 


4 HD Minotaur First Mate (NPC) 



STR14 WIS7 CON 14 THACO 8 
INT13 DEX18 CHR 14 AL LN(E) HP 65 


AC 1 (LEATHER ARMOR; DEX BONUS; + 2 CLOAK ) 

EAT. l 

WEAPONS DAGGER + r (2-5/2-4), Chain- 
weighted Sash (1*7/ 2.-8); Throwing Dag¬ 
gers ( *4) (1D4/1D3) 

EQUIPMENT fl/NG OF TELEKINESIS, RING OF 
Spell Storing (dispel magic , Melf’s minute 
meteors, minor globe of invulnerability) 


LANGUAGES COMMON, PLAINSMAN, SOLAMNIC, 
Draconian, Quaunesti Elf, Kender 


Sec back of card for mare information.. 


STR 18 / 90 WIS 6 CON 14 THACO 10 

INT 8 DEX 10 CHR 6 AL N(E) HP 5 $ 



AC 6 (Natural Armor) #AT: 2 

WEAPONS Horns (104); Daggers (* 1) (1D4/ 
1D3); Large Club (iD8/iD6); Fist (1-2) & Hug 
(1D6) 

ABILITIES Infravision 6q-ft range; immune to 

NORMAL FEAR; POOR SWIMMER (1/4 MOVEMENT 
RATE) 

LANGUAGES Minotaur, Solamnic, Ogre 


Sec back of card fat more information. 


skie (kheLLen&Ros) Vert Old Blue Dragon 


HD 9 hpE* MV 9*/14* THACO 11 
SAVE Fig STR u INT 13 AL LE SZ 40-FT LONG 


AC 2 #AT 3 

ATTACKS Claws (id6 f 1D6); Bite {3D8); Breath 
Weapon- Lightning (63) 

SPELLS (ILLUSIONIST) 1 st; 3 2 nd; 3 3 rd; 1 
EQUIPMENT Ring of Protection + 2; Scroll 

(LVL 11 —ALTER SELF, DARKNESS , PARALYZA- 
TION , RAINBOW PATTERN , SHADOW MAG/C 
[FIREBALL]) 

LANGUAGES Common, Draconian, 
Silvanesti Elf, Dragon, Solamnic 

Sec back of card for mote information. 



fRitzen 6 orqaar0 jTh leitl Half- Ogre Fighter / Thief 

Acrobat (NPC) 


STR 18/ 

INT 8 


WIS 7 CON 17 
DEX 16 CHR 11 


THACO u 
AL CN HP 66 


AC 6 (Leather Armor; DEX Bonus) 

WEAPONS Daggers ( * 2) (1D4/1D3); Belaying 
Pin (1D6/1D3) (1D6/1D3) 

ABILITIES Infravision 6o-ft; good swimmer 

THIEF ACROBAT PP 45%; OL 52%; FT/RT 
45%; MS 55%; HS 33%; HN 30%; CW 99% 

Balance 80%; Evading 13%; Vault 9.3 ft; 
Break Fall 30% (10 ft); Leaping 4.13 ft 

LANGUAGES Common, Ogre, Hobgoblin 

See back of card for more information. 



Blue WIZARD 6 th-level Illusionist (NPC) 




cl&Rion ( alacouRt ) Ancient Bronze Dragon 

HD 9 hp 72 MV 9 V14' THACO n 

SAVE Ft 2 STR 10 INT 13 AL LG SZ 43 FT LONG 

ACo #AT: 3 

ATTACKS Claws ( id£ / id6 ); Bite 4 D 6 ); Breath 
WEAPONS: LIGHTNING (72) OR REPULSION GAS 
(SAVE VS. BREATH WEAPON OR MOVE AWAY 
FOR SIX ROUNDS) 

SPELLS 1st; 2 2nd; 2 3rd; 2 4 th: 2 

EQUIPMENT Ring OF PROTECTION VS , NORMAL 
Missiles , Polymorph Potion ; See lair for 

REST OF TREASURE 

LANGUAGES COMMON, MINOTAUR. DRACONIAN 
Sec back of Card for more information. 


STR i2 WIS 11 CON 12 THACO 13 

INT 18 DEX 10 CHR 14 Ai LE HP 6 3 


AC 8 (Ring of Protection +1) 

WEAPONS Dagger (1D4/ 1D3); Staff (ids I ids) 
ABILITIES As blue dragon Skje 
SPELLS (ILLUSIONIST) 1 st: 3 2 nd: 3 3 rd: 1 
EQUIPMENT Ring of Protection + 2; Scroll 

(LVL ]i—At TEH SELF, DARKNESS, PARALYZA- 
TION, RAINBOW PATTERN, SHADOW MAGIC 
[FIREBALL]) 

LANGUAGES Common, Draconian, 
Silvanesti Elf, Solamnic, Dragon 

See back of card for more information. 


m&quesu kaR-thon 6 TH-LEVER HALF-ELF FIGHTER/ THIEF 

(NPC) 


STR 13 
INT 11 


WIS 13 
DEX 18 


CON 16 
CHR 13 


THACO 13 
AL N HP 50 


AC 4 (Leather Armor; DEX Bonus) 

WEAPONS Daggers (* 8) (1D4/1D3; #AT 2); 

Long Sword +1 (1-9 1 2-13) 

ABILITIES Infravision 6o-et; 30% resistant 

TO SLEEP AND CHARM, SURPRISES ON 1-4 

THIEF ABILITIES PP 63%; Ol 32%: FT/RT 
43%; MS 47%; HS 42%; HN 20% ; CW 92% 

LANGUAGES Common, Solamnic, Minotaur, 
Ogre, Goblin, Silvanesti Elf 


See back of card for more information. 



kitiARa's Lieutenants (Foes) 

HlGHMASTER ETTEL RENSE10TH-LEVEL HUMAN FIGHTER 

Highmaster Be yea Donth jth-ilvel Human Cleric 

STR 16 WIS 14 CON ii THACO 12 or 16 

INT 9 DEX 13 CHR 11 AL NE(LE) HP 38(43) 

AC 1 (Dragon Plait +1; shield) FTR#ATK: 3/2 

WEAPONS Daggers (* 2) (1D4/1D3); Shorthait Guisarme Vqulge + j 
{3-9/ 3-9; Double damage on roll of 20}; War Club (1D6/1D3); 
Morning Star +1 (2D4/2-7; Paralyze on roll of 20) 

SPELLS (Beyla'S) 1 st: 5 2 nd: 3 3 rd; 2 4 th; 1 

LANGUAGES Common, Solamnic, Goblin, Silvanesti Elf, Ogre, Hill 
Dwarf 

See back of card for mote information. 





































Kof, as Maquesta calls him, is a renegade minotaur and first mate of the 
Perechon. He has great respect for Maquesta as a warrior and a leader. 
She gave him a chance when most pirates would have stuck a blade in his 
gullet. Kof is belligerent and Jikes to drink and brawl, 

Kofis loyal to Maquesta and would nor betray his crew mates. He has a 
hot- tern per and has been known to throw someone overboard with little 
provocation. He respects anyone who bests him in combat. He distrusts 
all strangers and fears magic. 


*1986 TSR Inc, Al] Rijthis Reserved. 


Fritz is Maquesta’s personal bodyguard and a sailor on the Perechon. 
Maquesta once saved Fritz from the governor’s gallows and he has 
been with her ever since. A rogue and a scoundrel, Fritz possesses a 
bestial handsomeness that attracts women, and he knows it. 

Fritz is loyal to Maquesta and will not betray her. He enjoys grand 
adventures and can be luted by tales of legend. He is flamboyant, 
boisterous, and loud as arc all his kind. Wryly jovial, he enjoys taunt¬ 
ing foes. He dislikes most minotaurs. He has a secret fear of fire, and 
if attacked with flame fights at -2 to hit and forgets his tumbling 
skills. 
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Clarion is an ancient bronze dragon who lairs in the ruins of the city 
of Karthay. A loner, he hid during the Shadow Years and did not 
swear the good dragon Oath. He is aware of its import, however, and 
thus disguises his raids to make them seem those of a renegade evil 
dragon. None, save the Oracle, are aware of his existence. 

Clarion makes clandestine taids against the allies of the Dragon 
Highlords in an attempt to discredit them. He goes to great extremes 
to avoid discovery. He loathes the draconians, and suspects some 
wicked betrayal by the evil dragons of the Qarh, He desires to find 
some proof of this betrayal to rally the other good dragons. If discov¬ 
ered and confronted, he affects an uncaring attitude to mislead oth¬ 
ers. 
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Ettel is Kitiara's left wing rider. He is a military man and believes all 
problems can be settled by the sword. He loves the thrill of battle and 
detests subterfuge 

Beyla is tail wing in the flight She follows Kitiara's orders without 
question. Aggressive and a bit sadistic, she is a master of subterfuge. 

Both share a strong respect for Kitiara. They are under order to 
bring rebel leaders in alive by whatever means necessary, but may slay 
rebels and elves out of hand. With their helms both Beyla and Ettel 
(with his slight build) might be mistaken for Kitiara. 

Ettel'S mount is Stroak, an adult blue dragon. Stroak is hot-tem¬ 
pered and difficult to control. She prefers to charge and strafe ground 
forces. She snaps and hisses at strangers and is restless. 

Beyla’$ mount is Rumbler, an aduh blue dragon. Rum bier is large 
and slow. He uses his breath infrequently (1-2 in 6). He tries to buffet 
foes with his wings (save vs. spell to remain on one’s feet in a 30 -ft 
radius), 
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Irena, known as the Lady Lengstrien, is the companion of the Blue 
Wizard and first appears as a slave of the the minotaurs. She speaks 
rarely, and only to the wizard, claiming to know only Solamnic. Her 
face is always veiled and she does not meet the gaze of a PC. Hot 
tempered, she has to be held back from battle. 

This is really Kitiara in disguise. In this guise she hopes to insinuate 
herself among the party and to get dose to Berem. She does her best 
to avoid discovery, but may be caught staring at Tanis, Caramon, or 
Raistlin. If discovered, she will cast dispel magic on the Blue Wizard, 
who is the polymorphed Skie, and they both flee. 
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Skie is Kitiara's mount and partner. They have struck a pact to mutu¬ 
ally assist and protect the other. Through careful manipulations the 
two have risen through the ranks of the Dragonarmies, so that now 
they hold the enviable post of General of the Blue Wing, one of the 
top five commands, Skie is a dragon of his word, though evil, and is 
very loyal to Kitiara, He is very clever and considers a problem from 
all angles before making his choice. He can be diabolically cunning in 
his manipulations and knows how to play on his foe's strengths and 
weaknesses. Skie is not only loyal to Kit. but views her as his daughter 
and does whatever it takes to protect her and keep her alive. 
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Shendellkor , known only as the Blue Wizard, is the companion of 
Lady Lengstrien, and first appears as a slave of the minotaurs. He is 
quiet and noncommittal, affecting a very mysterious air as is the way 
of illusionists. He is very protective of the lady and follows her every¬ 
where . 

This is really the blue dragon Skie, polymorphed into human form 
by a spell. He possesses ail of the special abilities of a dragon. In this 
guise, he and Kitiara hope to insinuate themselves among the party 
and get closer to Berem. If discovered, Kitiara will cast dispel magic 
from her ring, changing him back to Skie and they both flee. 
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Maquesta is captain of the Perechon, fastest ship oh the Blood Sea, 
both a merchant and a pirate. She rebels against dragon rule, but is 
not foolhardy enough to be caught. Maquesta is shrewd and cautious, 
playing both sides of the fence. She is always careful that none escape 
to reveal her duplicity, 

Maquesta appears to be of the northern race of black skinned 
mariners, but is really a half-elf. Only Ftitz, her bodyguard, knows 
her true heritage. 

Maquesta f s first loyalty is to her ship and crew, seeking livelihood 
and freedom. She has sworn a secret blood oath of vengeance against 
those who have massacred the elven people. Maquesta once helped 
fritz flee the governors gallows. Now he is her bodyguard and the 
only one Maquesta trusts with her private counsel. 

Her second loyalty is to paying customers and to those she owes a 
debt of honor. She is a leader of men, a tough bargainer, and an 
honest merchant. She detests the Dragon Highlords' cruelty. 
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zeBuUh 


<)Th-level Human Mage (NPC) 


manORAcoRe the ReaveR 


Sth-ievelHau-Ogre 



STRS WISil CON n 
INT16 DEX 13 CHR 9 


THACO 19 
AL NG HP 17 


AC 6 ( Bracers of Defense, A C6 ) 

WEAPONS Dagger (1D4 /1D 3); Staff of Strik ■ 
ING (4-9/4-9} 

SPELLS (MAGIC User) 1 st; 4 2 nd: 3 3 rd: 3 
4 th: x 5 th: 1 

LANGUAGES Common. Dimernestt Elf, 
Dargonestj Elf, Minotaur, Hobgoblin 
Ogre, Ntxie, Sirine 


Sec back of card for more information. 


SIR 16 WJSS CON 15 THACO ii Fighter (Foe) 

INT 11 DEX 14 CHR 14 AL NE HP 6 H 


AC 4 ( Studded Leather + i; shield) #AT: j/i 

WEAPONS D AGGER ( 1D4 / iD 3 ); LONG S WORD + 1 
(1-9/1-13); Belaying pin (1D6/1D3) 



See back of card for more information 


ABILITIES INFRA VISION 60-FT RANGE; TRAINED 
TO FIGHT BLIND AT ONLY - x PENALTY; GOOD 
SENSE OF SMELL AND GOOD HEARING; TRAINED 
SWIMMER 

LANGUAGES Common, Minotaur, 

HgbgobIin 


apoLetta 4 Th-levfl Sea Elf Fighter/6th-level Mage (NPC) 


STR 13 WISit CON 11 
INT is DEX 16 CHR 13 


THACO 18 
AL NG HP : 


AC 6 (Leather Armor; DEX bonus) 

WEAPONS Dagger (1D4/1D3); Coral Lance 
(1D4/ 3D4); Trident of Warning +1 (4-9/ 
s-14); Webnet (see Treasure Page) 
ABILITIES Infra vision ilq-ft; senses objects 

BY VIBRATIONS UP TO 11*; 90% RESISTANT TO 1 
SLEEP AND CHARM 

SPELLS (Magic User) 1st: 4 2 nd: 1 3 rd: l 

LANGUAGES Dargonesti Elf, Dimeknesti Elf 
Silvanesti Elf. Hobgobun, Kender 

See back of card for more information. 



chot es-kalin io'HD Minotaur Chieftain (Foe) 



STR 18/99 WISio CON 16 THACO 8 
INT 9 DEX 11 CHR 8 AL NE HP 80 


AC 4 (Chain Mail +1) *AT: 1 

WEAPONS HORNS (1D4); 0 JTE(iD 4 ); 

Kick (L-5/1-5); Battle Axe (1D8/1D8) 

ABILITIES Infravision 6o-ft range; immune to 

NONMAGICAL FEAR 

LANGUAGES SGLAMNIC, MINOTAUR 


See back of card for mote information. 


tales 

The PCs discover a friend who was lost to the 
cold embrace of the dark sea, This is his tale. 

An Incredible Rescue—The churning waters 
tossed and battered me. Everywhere I looked, 
crashing waves surrounded me, with no sign 
of refuge. Water choked me, my limbs turned 
leaden, and I felt myself sinking deeper and 
deeper into the inky depths. My lungs filled 
with fire and I struggled toward the surface, 
but do not know whether 1 struggled for safety 
or swam deeper into my grave. Finally, I did 
not care, I was so tired. 

There I floated in the cold, black waters, for 
moments or days I cannot say. Then, from a 
distance I heard the squeal of a pipe. Some¬ 
thing smooth bumped into me t and my fool¬ 
ish body, unwilling to accept death, grabbed 
hold, 1 rushed through the icy deeps, thinking 
only about holding on as darkness enfolded 
me in its shroud. 

After a rime, a peaceful warmth returned in 
the dark, and 1 awoke to the sound of lapping 
waves and hollow echoing voices, 1 lay on a 
sandy ledge. There were dim figures in the 
dark waters, more than men, they seemed half 
fish They spoke, but I could not understand 
and so they left. 

My haven seemed to be a submarine grotto, 


dimly lit by the glow of phosphorescent sea¬ 
weed. There I stayed and recovered from my 
ordeal. My hosts returned periodically with 
food and drink, but never stayed long and I 
was often in solitude. 

Then came the time for parting. This time 
they brought me a vile liquid and insisted that 
1 drink it. It filled my head with cobwebs and I 
found myself helpless to resist as they led me 
again into those black waters. 

And so I arrived here. Little did I expect to 
find my friends, who 1 feared had met the fate 
I had escaped! Strength of Mishakal, the 
healer and joiner of lives! 

This page of a ship's log is discovered in an 
abandoned dingy. 

...will ever be found by another, 1 don't 
know, but I hope that my experience might 
yet save someone. 

Days ago, sighted the Reaver’s sail on the 
horizon. He is the terror himself. Should he 
catch us we knew all would be put to the 
sword. Could not outrun him so Kelmar 
turned us into the storm’s edge. Even that did 
not stop the butcher! 

Three days he pursued us. Kelmar takes us 
toward the dark heart of the storm itself At 
last the Reaver is gone. But had we doomed 
ourselves to the Maw r of the Zeboim? We are 
caught in the maelstrom! Yet Kelmar was not 


done his tricks yet. Once he had heard of a 
captain who had escaped the whirlpool, 

To the crew’s terror, he turned the III hawk 
abroad the rush. Only Shirkuth’s, Terden’s, 
and my swords kept them from tossing him 
overboard, so sure they were he would swamp 
us. But like a cork, the old lady shot from the 
maelstrom and back into the storm. We had 
ridden the whirlwind, but not without 
damage—all our spars were broken and the 
mizzenmast shiwed. 

In the dark of the storm and the waves we 
sought some refuge and sighted a small 
island. There we set anchor and turned 
ashore. Woe to all of us! 

What we thought to be a sheltered cave 
opened wide and we found ourselves staring 
into an eye the size of a man. Black tentacles 
rose from the waters and flailed at the crew r . 
We had landed on the back of some mon¬ 
strous horror and it snatched the crew from its 
back and the ship’s deck as if picking berries. 
Then two monstrous claws cracked the lady’s 
hull and all was lost. 

Only I escaped in this leaky dingy, drifting 
away with the rest of the debris. I have drifted 
out of the storm and the sun has baked my 
brains, my tongue is swollen black. 

They have all gone, my mates. Now I go to 
join them... 
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The Reaver is the leader of the pirate armada, ruling through fear and 
strength. Foes who will not fight him openly disappear mysteriously. By 
tradition, any one who defeats him and is also a pirate becomes the 
pirates' new leader. 

A surly fellow with a great appetite for power, he holds the pirates 
together by building on their hate and fear of the minotaur pirate fleet. 
He is crafty and vicious, but has a good sense of politics. He maintains a 
secret alliance with the minotaur chieftain, He also has an agreement 
with the Dragon Highlords to harass free ships and let the dragons' ships 
pass. 
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Chot E$-Kalin is the chieftain of the minotaurs. He is a cruel and 
violent leader, ruling by terror. He can not speak Common, and rarely 
deigns to speak to Jessers unless he is deciding their fate. 

Chot looks on all other races as inferior, except he has an abiding 
respect of dragons and their masters. He has made a pact with the 
Dragon Highlords to further his own ambitions, but he does not trust 
them. In this light, he has entered into a secret alliance with the 
human pirate chief to protect his interests. Chot does not believe that 
lesser creatures can best him, and enslaves lesser races, toying with 
their champions in deadly games of the labyrinth. 
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Zebufah is a human mage who has fotsaken the surface world to dwell 
with his lover Apoletta, the sea elf. He finds the ways of men alien 
now, repulsed by subterfuge, betrayal, and war. He is most familiar 
with the evils of the world and is looked to as a natural leader by the 
aquatic races once war reaches into the deep. 

A man who fled the surface world and his responsibilities. Zebu lab 
grimly accepts the role Fate has thrust on him as penance. He is 
deeply in love with Apoletta and loyal to her people. He is distrustful 
of strangers, but his surface heri tage causes him to help those in need. 
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Apoletta is the leader and spokesperson for the Dargonesri, Deep 
Elves, though the position of Speaker of the Moon has been vacant 
since the Shadow Years, and none has risen to claim the position. She 
is more Zebulah’s counsel than he is hers, but her people look to her 
and her surface lover to lead them in times of trouble. 

Apoletta is a practical elven woman. She does not understand 
modesty, but she is willing to adjust her ways so as not to offend 
others. Deeply in Jove with Zebulah, she is fascinated with surface 
dwellers and their curious natures. She doesn’t pretend to understand 
rheir ways, however Apoletta is frightened by the violence of war. but 
accepts her duty to lead and protect the Dargonesti. 
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kitiAR&'s Journal 

20 th Merthe T 5I Sixteen days I have waited 
and still no results. This is not soldier's fare. 
Should be back with my troops crossing the 
Vingaard. Baitaris is a good man , but at times 
he forgets to think before acting. Let someone 
else sit out this secret duty! 

Has Ariakus perhaps grown tired of me that 
he should convince the Dark Queen to post 
me here? Perhaps I have overestimated our 
alliance. This I must think on—how best to 
serve the Lady and myself? 

This little beast who calls himself Lord 
Toede—how r apt! How such a sniveler reached 
the ranks of Dragon Highmaster is beyond my 
understanding. That fool Vermin aard let a 
group of barbarians defeat him and now his 
lackey claims his mantle. True, Toede com¬ 
mands our armies from Throtyl, and those 
grunts worship him. So rewarding him with 
an office to keep him under our thumbs may 
be worth it. But a Highmaster?! What next, 
one of the five Highlords? 

This war wearies me. These damned 
Knights, stirring up resistance among the 
peasants, trying coding to their precious tides 
and lands. Cannot they see we are trying to 
drag these idiots up out of the chaos that has 
claimed this land since the Cataclysm? I will 


create order and rebuild this world to the glory 
it once knew even if I have to split the skull of 
every Knight to do it. 

But there are fools everywhere, even here in 
our heartland. There seem to be dissidents in 
every dung heap, and this butchering of elves 
sickens me. At least we finally have agents 
among them. The Queen's own Gildenton¬ 
gue is a prize. He can go anywhere and none 
suspect. We will bend them to our own ends 
whether they know or not. Still, something 
about that Aurak bothers me. 

Then again, where would I be without the 
fools who first called themselves Dragon 
Highlords? Petty little men! What they 
needed was a leader and someone to weed out 
the dross. It was a lucky day when I joined the 
dragon alliance at Lemish, 

We could use more good soldiers like the 
old master! I wonder what my old comrades 
are up to? Tams, now there was a man, and a 
good leader of men—what side has fortune 
led you to? What a team we would make, with 
you as my second. 

My two brothers, where are you? Caramon, 
no leader, but a good soldier, good at taking 
orders. Ah, but for a hundred like him! 
Unless he's still mixed up with that no account 
son of a Knight, Sturm. A brave warrior, but a 
foolish man. No doubt which side of the fight 


he is on. 1 regret the day I must face him. 

Raistlin, the sly one. Have you reached your 
potential yet brother? What a strong ally you 
would make. With you at my side I would 
never worry about a mage attack. My friends, 
what a grand adventure we could all have. 

21st Merthe *51 

Finally! Ariakus and the Queen have revealed 
my true goal! They speak of invincibility for 
our forces once I complete my task. And the 
Queen’s scrying has predicted that the goal I 
seek will bring itself to this pest ridden town 
and will be ripe for the plucking. 

So 1 receive a respite from this dread wait¬ 
ing. Since we know the day of its arrival, 1 am 
called back to command my forces in the tak¬ 
ing of Palanthus and the crushing of these dis¬ 
organized Knights of Solamnia. This will be 
glorious indeed! Oh, that Tanis were with me 
to share my victory. 

Still, this must be very important that a 
Highlord has been tapped to oversee its suc¬ 
cess. Again my star shines, and perhaps there 
is a new move to make. If it is this important, 
there must be more to it than I am being told. 
If it is our strength, might it not also be a 
weakness in the right hands? I must think on 
this and on Ariakus's future. To think that all 
rides on a man with a green gemstone... 
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a BRief histoRy 

The TALIS™ card deck is a heritage of this 
world. It comes from the ancient days of 
Krynn, when there was power in the image of 
things and lessons taught by the gods for those 
who would but open their eyes. 

The TALIS card deck's most notable worth 
was to read the shadows of possible futures or 
as images of the challenges and forces working 
on a being's life. This practice has since passed 
from common knowledge, though it is said 
there are still those who remain learned in the 
mystic art. Indeed, some speculate that only 
cards created by the hand of a master limner 
are imbued with the lessons of time. 

Today, the TALIS card deck has passed into 
common use for games of chance, the passion 
of mankind. Much of the symbology has 
degenerated into the five natures we know 
today — flames, clouds, waves, leaves and 
tracks (originally Flames, Winds, Waves, 
Earth and Beasts) and the suit of Fates, which 
we call powers. Their ranking is much the 
same as those ancient decks, but just what the 
powers represent varies by locale. 

Ranking of the CapOs 

Numerical Rank: The cards are ordered 
from 2 to 9 , with dragons cither counting as 1 , 
called an orb, or as 10 called a dragon. 

Suit Rank: The suits are ranked in the fol¬ 
lowing order from lowest to highest: Beasts, 
Earth, Waves, Winds, Flames, & Fates. 

In some games, a suit is declared to be 
Trump, which makes it the highest ranking 
suit for that round or hand of the game. 

Each suit is broken into two sets. The first 
set is the “Commons," consisting of the cards 
numbered 2 through 6 . Each card rank is 
identified by a common name, 

2s are Peasants 
3 s are Stewards 
4s are Artisans 
5 s are Scholars 
6 s are Warriors 

The second set is the “Court," consisting of 
the cards numbered 7 through 9- The dragon 
usually completes the court, but may be 
counted among the commons in some lands. 
Each court rank is identified by a court name. 
7 s are Mages 
Ss are Ladies 
9s are Lords 

10 s are Dragons or Orbs 
Masters: Among the common cards each 
rank has one card which is considered the mas* 
ter or mistress of all other cards of that rank. 
This is denoted by a star next to the number 
The masters of the commons are: 


Badger, the 2 of Beasts for Peasants 
Berry, the 3 of Earth for Stewards 
Waterfall, 4 of Waves for Artisans 
North, the 5 of Winds for Scholars 
Bonfire, the 6 of Flames for Warriors 

You will note that the cards of each rank 
reflect not only their suit symbology, but also 
the symbols of their master/mistress. For 
instance, all Peasants depict beasts, while 
Scholars depict aspects of clouds and light. 

Fates /Powers: The Fates rank above all 
other cards, usually given a value equal to 
their number plus 10. The Dragon lord may 
equal either 0 or 20 , 

Rulers: Every Suit and every House of cards 
(all cards of like value) have one card in the 
Fate deck that is set as its Ruler. 

Balance rules Peasants & Beasts 
Grove rules Stewards & Earth 
Sea rules Artisans & Waves 
Knowledge rules Scholars 8c Winds 
Weapon mlcs Warriors & Flames 
Wizard rules Mages 
Empress rules Ladies 
Emperor rules Lords 
Dragonlord rules Dragons 
Special Cases: In general use pairing 
together the Lady of Winds, Nadir and the 
Warrior of Flames, Bonfire, creates the highest 
ranking card, valued at 25, 

Elemental Order: This ranking sees some 
use in today's games of chance. However it is 
not commonly used, except among lovers of 
games. There are two different elemental 
orders: alliance and dominance. 

Alliance states that certain suits have natu¬ 
ral allies and opponents. A suit may marry (be 
treated as the same suit) with an ally, but 
destroys a hand if paired with an opponent. 
The alliances of the suits are: 

Beasts can ally with All Elements 
Earth and Flames are Allies 
Winds and Waves are Allies 
Fates and Beasts are Allies 
Earth and Winds are Opposed 
Waves and Flames are Opposed 
Fates Oppose the Four Elements 
Dominance states that all the suits are both 
submissive to some suits and dominant over 
others. The four elements form a circle of 
dominance. The dominances of the suits are: 
Beasts is submissive to all suits 
Earth extinguishes Flames 
Waves soak Earth 
Winds evaporate Waves 
Flames burn up Winds 
Fates dominates all suits 


hieRARChy of hmbs in 
Qames of Stakes 

Following is a list of the different valued 
hands used in games of stakes, given from 
lowest value to highest. The suit of Fates may 
be paired with the Nature suits. 

1 ) CHAMPION—High card only 

2 ) BROTHERS—A pair of same value 

3) * COMMONS—Nothing but Commons 

4) GUARDIANS—Two pair 

5) ORDER—All cards in a sequence 

(3A5,6,7,8) but not all of the same 
suit 

6 ) * ALLIED ORDER—An Order, includes 

only married suits that count as the 
same suit 

7 ) HEROES—Three of the same value 

8 ) * COURT—Nothing but Court cards 

9) ADVENTURERS—Three of a kind + a 

pair 

10) * ALLIED SUIT—Includes only married 

suits that count as the same suit 

11 ) SUIT—All cards from the same suit 

12 ) FORCE—Four of the same value 

13) ORDERED SUIT—A sequenced Suit 

14) GUILD—Five of the same value 

15) DEFENDERS—This hand must include 

the Lady of Winds, plus only Warriors 
& Lords 

16) * NECKLACE—A Suit with ( 8 ,9To,2,3) 

17) CROWN—A Suit with ( 6 ,7, 8 ,9To) 

18) SCEPTER—A Suit with (7, 8 ,9To, 2 ) 

19) MASTER ORDER—Order of all Masters 

20) FATED ORDER—Ordered Suit of Fates 

21 ) FATED COURT—A Crown of all Fates 

* Not used in high stakes games, 

thRee Qames of Skill & Chance 

Here are three games common to the world of 
Krynn. Fed free to invent others of your own. 

Bounty hunteR 

PLAYERS: From 3 to 6 players 
COFFER: Each begins with 40 tokens 
RANKING: Dragons are treated as 10 
DEAL: The first dealer is chosen by lot, 
each player draws a card, high value deals 
first. Deal then passes to the left. Three cards 
are dealt to each player, who stack them in the 
order received without looking at them. Then 
the dealer draws and shows the first card of the 
deck. This card is the “trump” suit for the 
deal, and is the dealer's card. 

GOAL: To hold the highest trump card at 
the end of each hand; to capture the coffer. 

GAME: At the start of the hand, each 
player must ante 5 tokens into the Pot. The 
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dealer must ante 10 tokens. The winner of the 
hand wins the tokens in the Pot. 

If the first card is a Dragon, the dealer 
immediately wins. If it is any other card the 
dealer may keep it or try to sell it to other play¬ 
ers. The price of the card is paid to the seller 
and does not go into the Pot. The buyer puts 
the card face up on his cards. 

Play then proceeds left from the dealer, 
skipping whoever holds the high trump card. 
Each player in order, turns up the top card of 
his pile until a higher trump card is found. 
Then the lower trump is discarded and the 
higher card may he kept by its owner or sold to 
other players in the same manner as the first 
card, payment going to the card owner. 

The hand continues until all cards of other 
players are turned up. Players may bargain with 
other players to buy their face down cards, sight 
unseen, the payment made to the cards owner. 
The bought cards are then placed face down, 
under the buyer's pile and may not be looked at. 

fates 

PLAYERS: For 3 to 6 players 

RANKING: Dragons are treated as 10 

DEAL: Choose the first dealer by lot. Deal 
then passes to the left. All cards are dealt out 
with extra cards being placed aside. 

After the deal and before play begins each 
player must select 3 of his cards and pass them 
to another player. Often, the cards are always 
passed to the left. In really skilled games the 
cards are held one deal, passed to the left the 
next, across the table on the third deal, and to 
the right on the fourth. Then it repeats. 

GOAL: Every player begins the game with 
100 points. Players lose points if they capture 
any Fate or Mage cards and i he Lady of Winds. 
The w inner is the player with the highest score 
when one player’s goes below 0. 

SCORING: Each Fate card is worth -1 
point. Each Mage is worth -2 points. The Lady 
of Winds, Nadir, is worth -9 points. The War¬ 
rior of Flames, Bonfire, is worth + 12 points. 

If one player captures the Lady of W'inds 
and all Fate and Mage cards, he gains +28 
points instead of losing 28. If he also captures 
the Warrior of Flames he gains a total of 50 
points, rather than 40. If a player's score 
reaches 0 exactly, he gains +50 points. 

GAME: Play begins by playing the 2 of 
Beasts. If none hold the 2 of Beasts, then the 
next lowest Beast card is played. Play proceeds 
to the left of the person w r ho played the first 
card until a “trick" is won. Then the next 
round begins with the winner of the latest 
trick leading a card of his choice, 

A “trick" consists of one card from each 
player's hand. The first card played in a round 


sets the suit that is “trump'’ for that trick. The 
highest card of the trump suit in a round wins 
die trick and that player must collect the cards 
and place them face down beside him. 

Each player must then play a card that is the 
same suit as that trump card. If a player does 
not have a card of the same suit as the trump 
of the round, he may play any card. 

The winner of the first trick, also wins any 
extra face down cards. He may look at them 
then place them face down with his trick, 

A player may not lead a Fate, Mage or the 
Lady of Winds card as the fi rst card of a round 
until a Fate card has been won in a trick. 

GRACES: It is common courtesy not to 
play out of order, but if one does, he must 
leave the card he played and may not change 
it. It is also common rule that once a trick is 
placed in a treasury pile, it may not be looked 
at again during the rest of the hand. 

Fault: A player must play a card of the 
trump suit, if he has one. If he plays another 
card, w r hen he has cards of the trump suit, he 
may correct the play before the trick is won. If 
he fails to correct the huh and is later discov¬ 
ered to have fauhed before the hand is scored, 
he is penalized 28 points. 

VARIATIONS: Fates may be played as a 
stakes game. The coffer is usually 40 tokens 
per player. Before the deal, each player must 
ante 1 token. For each mage captured, that 
player must add 1 token to the Pot, and 5 if he 
captures the Lady of Winds. He may recover 3 
tokens if he takes the Warrior of Flame, 

At the end of a hand, if only one player has 
not lost points for the hand, he wins the Pot. 
If two did not lose points, they split the Pot. If 
all players lost points, no one wins and the Pot 
stands for next hand, 

Leqion 

PLAYERS: For 2 to 3 players or 2 teams of 2, 
DEAL: Select dealer by lot. Deal then 
passes to the left with each new hand. Partners 
should sit across from each other 

Deal 7 cards each to four players, 9 cards to 
three players or 11 to two players. The rest of 
the deck is face down on the table and 1 card is 
turned up to start the Discard pile. 

GOAL: The goal is to be the first player or 
team to reach a score of 5,000 points or more. 
Each hand is played until one person has 
scored at least 2 Legions (5 cards of the same 
value) and empties his hand of cards, 

SCORING: A score is recorded for each 
card a player or team has on the table before 
him, plus bonuses for each Legion, bonus 
cards and for going out. From this a team sub’ 
tracts the value of the cards remaining in their 
hand. Scoring values are: 


For going out: +100 

For going out from a closed hand: + 200 

For a 3 of Fates, Flames or Winds; +150 

For each bonus 3 if no score: -150 

For all three bonus threes: + 600 

For each Elite Legion: + 400 

For each Mercenary Legion: + 200 

For each Two: 20 

For each Dragon: 15 

For each Court card: 10 

For each Common card: 5 

GAME: Starting with the player to the left 
of the dealer, each player draw r s a card from 
the deck or captures the top card of the Dis¬ 
card pile, marshalls any cards he wishes, and 
ends his turn by discarding one card. 

Cards are marshalled by laying down sets of 
three or more cards of the same value or by add¬ 
ing to marshalled sets already laid down. All 
twos are wild and may mate with any card. A 
marshalled set must contain at least two natural 
cards and never more than two wild cards. 

When a 3 of Fates, Flames or W'inds is 
drawn, it is placed on the table and a second 
card is drawn The 3's of Beasts, Earth and 
Waves may only he marshalled as a unit when 
a player goes out, otherwise, they are safe dis¬ 
cards, since no one can capture them. 

A Legion is a set of five cards of the same 
val u e A m ercenary legion con t a i ns w i 1 d c a rd s, 
while an elite legion has only natural cards of 
that rank. At least 2 Legions are necessary 
before a player can go out. When a Legion is 
completed it is closed into a stack, but cards 
may still be added. 

To capture the top card of the discard 
requires that the player already holds a match¬ 
ing pair in his hand or has marshalled a 
matching set of cards already. One card and a 
wild card or a marshalled set can capture a free 
Discard, but a natural pair is needed to cap¬ 
ture a protected Discard, W'hen a Discard is 
captured, it must immediately be marshalled. 

The Discard pile becomes “protected" if a 
wdld card or bonus 3 is placed in the Discard, 

Once a player captures a Discard and mar¬ 
shals it, he picks up the discard pile and adds 
it to his hand, marshalling any cards he can. 

Initial Marshalling; The first marshall for 
each player or team in a hand must meet a 
minimum value based on their current score. 


Score Value 

Negative 20 

0 to 1500 40 

1505 to 3000 60 

3005 + 80 


Discard Exhausted: If the Discard is 
exhausted of cards, play ends. Score the hand. 


38 












tReasuRes of Legend and QloRy 


Many arc the wonders that have been discov¬ 
ered by the Heroes of Legend. Many the inner 
strengths that they find they already pos¬ 
sessed. If the Player Characters provided are 
not used, the DM may chose to distribute 
some of these items among the heroes who 
undertake this adventure. Review the items 
first to study any special considerations noted. 

Paistlins SpellBOOks 

First Level: burning hands, charm person , 
comprehend languages, detect magic, grease, 
hold portal , magic missile r push, read magic , 
sleep, Tenser s floating disc 
Second Level: audible glamer, bind, darkness 
15 \ detect invisibility, ESP[ invisibility, 
knock, mirror image, stinking cloud, web, 
wizard lock 

Third Level: lightning boh, phantasmal force, 

suggestion, tongues 

Fourth Level: confusion , Evald's black 

tentacles 

Semnfta's SpellBooks 

First Level: dancing lights, detect magic, 

enlarge, light, magic missile, message, read 

magic, sleep T unseen servant 

Second Level: detect invisibility, invisibility, 

levitate, Melf s acid arrow, vocalize 

Third Level: dispel magic, haste, hem , light- 

ning bolt . 

medallion of faith (Clerncs Only) 

When this relic was first found, it was known 
to have but one power: To create another 
medallion of faith when a good cleric entered 
the worship of the true gods. 

It has other powers that are unknown to the 
PC at first, but the DM may reveal each when 
the need arises. Each power may be revealed 
through divine guidance, a dream, an omen, 
or another method, 

B/esS“This may be used once per day. 
Protection t 10’ r— This lasts as long as the user 
concentrates, once per day. 

Slow Poison— As long as the medallion is 
worn, it will sustain a poison victim semi- 
comatose for up to one day. 

Detect Evil —The medallion glows a pale blue 
and chimes when touched to an evil object. 

tfkas Rinq 

To Tika, this ring (worn on a necklace) is but 
an memento of her father. She has never dis¬ 
covered its use. In times of stress, she slips on 
the ring, asking for her father's guidance. 
Unbeknownst to Tika, this activates the ring 
for the duration of the current problem, The 


DM may reveal its powers in other ways. 

This is both a ring of protection +2 and a 
ring of protection from the elements. In its 
latter function, it halves all damage from fire, 
cold, lightning, air, and water. It also makes 
the wearer immune to the effects of up to 
three dice of non magical damage from the 
natural elements. 

Staff of maqius (maqes Only) 

The first list of abilities are known to the 
wielder, the second set may be discovered 
when casting certain spells. 

The staff of magius functions as a ring of 
protection +3. It can strike as a +2 magic 
weapon and causes idS points of damage. 
Once per day the user can invoke a feather fall 
and a continual light spell. 

In the hands of a mage of 6th level or 
higher, the staff of magius can enhance spells 
cast by the mage. It doubles the duration of 
spells of light, ait, and mind influence. It 
maintains spells that require concentration, 
for one round after concentration ends. It also 
adds +2 points per die of damage for any 
spell cast. 

Staff of StRikinq/CuRinq 

This staff combines the functions of a staff of 
striking and a staff of curing with the follow¬ 
ing limitations. It recharges itself at a rate of 
five charges per day when in sunlight, to a 
maximum of 30 charges. 

As a staff of striking it strikes as a + 3 
weapon. It inflicts 4-9 points with each blow 
without draining a charge. It may be used to 
inflict double bonus damage draining two 
charges, but then it will not cute for one hour 
for each blow so struck. 

As a staff of curing each cure drains two 
charges and it can only function once per day 
per character, up to six times a day. 

Brooch of Imoq (maqes Only) 

Bequeathed by Alhana, this brooch may once 
per day be used to create a globe of minor 
invulnerability of 10 rounds duration, 

QolOen Opclet (Clemcs Only) 

A gift from Alhana for service to Lorac, this 
circlet is worn upon the head. It has two abili¬ 
ties, Once per turn it may be used to com¬ 
mand up to eight hit dice of creatures. Also 
once per turn, as long as the user concentrates, 
one creature up to four hit dice may be con¬ 
trolled to act on the user’s behalf. The crea¬ 
ture is not charmed and will not hurt itself. 


Wesnet (maqes Only) 

The webnetis worn as a hair ornament. It may 
be thrown at (or upon the ground before) a 
foe and, on a word of command, grows to a 
10-foot diameter and acts as a net of entrap¬ 
ment. Or the webner may be spun in a glitter¬ 
ing pattern that affects up to 12 hit dice of 
creatures as a hypnotism spell if they fail to 
save vs. spell. This last ability takes one round 
to cast. The wehnet is owned by Apoletta. 

Rmq of projection 

This magical ring can invoke a project image 
spell once per hour. The spell lasts for up to 
five rounds, 

tanis's 

A gift from Alhana, Tanis is unaware that his 
sword is really Wvrmsbane, the lesser mate to 
Wyrmslayct ; sword of Kith Kanan, It is nor¬ 
mally a + 2 sword, but it inflicts double dam¬ 
age to dragons and draconians and triple 
damage to black and sea dragons. This sword 
will not become stuck when a Baaz draconian 
dies. The DM should quietly record the extra 
damage against the above monsters. 

Redeemer can also locate object three times 
a day. If the user desires to find something he 
knows well and it is in range, the DM should 
steer him in the right direction. 

CARamons $wor 6—man tooth 

This sword was a gift from Alhana, Unknown 
to Caramon, this sword has several names and 
abilities: Spelkleavei ; Darkstar, and MagefooL 
It is normally a + 1 sword, but versus magic 
wielders and enchanted creatures it acts as a +2 
weapon. It may sever magical barriers (chance is 
1% for every point of damage inflicted). 
Finally, it may be used to turn a spell cast at the 
wielder, but the wielder must strike to hit AC 0 
without bonuses to avoid the spell, 

flute of Wm6 Pancinq 

Bequeathed by Alhana, this item may only be 
used by one proficient in musical instruments. 
While playing this flute, the user may sum¬ 
mon and control small breezes. It requires two 
rounds to create a zephyr and th ree to create a 
gust of wind , If one turn is spent playing the 
flute, a dust devil can be created in a 30-foot 
area, blowing up dust and leaves, acting as an 
obscure spell, and dissipating mist and gas in 
the immediate area. The winds start around 
the player and may be moved up to 6" distant 
at a rate of 1" per round. The winds die down 
one round after the playing stops. 
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Random events 



Random events are divided into four types: 
A (Uneventful Trips), B (Random Encount¬ 
ers), C (Events), and D (Omens). To use the 
following tables, roll ld20 each day of the 
adventure and check the Chances columns on 
Table I to see which type of event occurs. 

There are three types of Uneventful Trips : 

1 - 2 = Pleasant journey; no encounter 

3 - 4 = Tiring trip; 1/2 move and -2 to hit, 
damage, and saves. 

5 - 6 = Hazardous trek; event inflicts no 
more than 2d8 damage. 

If a Random Encounter (B) is indicated, roll 
Ids and add the modifier given in Table 1 for 
that area type. This total is the random 
encounter on Table 2 that occurs. Note that 
each encounter has Motive code letters to fur¬ 
ther define the encountered monster's 
response to the PCs. 

If an Event (C) is indicated, roll Id20 and 
read that event entry on Table 4. Events must 
be adapted to the locale of the party and sev¬ 
eral possible events ate given for each entry. 

Omens are listed with Rumors and Leg¬ 
ends. You should select omens that make 
sense in the PCs' current situation. You may 
also substitute rumors or legends, 

t&Ble 1: Random event Checks 


Area 

A 

B 

Type 

C 

D 

Modifier 

Ruins 

1-4 

5-12 

13-17 

18-20 

+ 0 

Wildlands 

1-4 

5-11 

12-18 

19-20 

+ 4 

Islands 

1-4 

5-10 

11-19 

20 

+ 6 

Mountains * 

1-5 

6-11 

12-18 

19-20 

+ 10 

Grasslands ** 

1-3 

4-12 

13-19 

20 

+14 

Woods 

1-3 

4-12 

13-18 

19-20 

+ 20 

Towns 

1-2 

3-13 

14-19 

20 

+ 24 

Coastline 

1-2 

3-10 

11-18 

19-20 

+ 28 

Coastal Waters 1-4 

5-13 

14-19 

20 

+ 30 

Open Waters 

1-6 

7-12 

13-18 

19-20 

+ 32 


* Includes ogrelands 
** Includes steppes 

Taste 2: Random 6ncount€RS 

1. 1-2 Wraiths (C,E T GJ,L,V) 

2. 3d4Ghasts(A,E,L,N,Q,R,S,V) 

3. ld4 Gargoyles (G,L,Q,V) 

4. 1 Hag (C,E,G,P,V) 

5. 1-2 Spotted Lions (A,R,5,V) 

6. 2-7 Hell Hounds (H,R,S,V) 

7. 1 Spirit Naga (C, D ,E, G J ,K, L, P) 

8. 1 Black Willow (D,L,Q,V) 

9- 5d6 Sligs + Chief (A,D,G,H,L,N,S,V) 

10. 1 Giant Wolverine (A,E,G,L) 

11. Id4 Leucrotta (C,D T E,P,Q,S) 

12. 2d4 Skyflshers (G,R) 

13. 2-7 Forest Taer (B,E,G,M,S,U) 

14. 1-2 Ettins (A,G,H,K,N,P) 


13. Id8 Merchants (A.G,D,F,HJ,M,T) 

+ 2d6 Guards 

16. 6d4 Kapaks + Warrior (G,H,K,L,N,T) 

17. 3d4 Ogres + Chief (A,G,HJ,K,L,T,U) 

18. 4d4 Dire Wolves (L,R,S) 

19. 2d6 Warriors (A,D,F,G,H J,N,T) 

20. 10d4 Hobgoblins + Bozak 

(A,D,G,M,N,Q) 

21. 5d6 Buffalo + ld6 Men (B,F) 

22. 2d6 Wild Elves (A,C,D,E,G,H J,R) 

23. 2d4 Kender (C,D,£,G,H J,K,R) 

24. 2-5 Boring Beetles (G,R) 

25. I d4 Dwarves (A ,C,D ,E,F, G, H J) 

26. Patrol* (2d8 + Leader) 
(C,D,HJ,K,N,Q,$) 

27. 1 Blue Dragon and/or High lord 
+ 2d4 Kapaks(A,C,D,F,HJ,L,P) 

28. 4d8 Sligs + Leader (A P D,E,H,K,M,Q,V) 

29. 3d 12 Baaz + Ogre chief (D,F,G,H,K,N) 

30. Id4 Merchants + 5d4 crew (A,B,C,D) 

31. 6d6 Pirates(F3) + Warrior 

(D,Hj,K M,T) 

32. Id6 Giant Crayfish (E,G,R,U) 

33. ld4 Minotaurs + ldl2 Ogres 

(H,K,M,NJ,V) 

34. ld6 Sea Lions (Spotted) (L,R,S) 

35. 1 Sea Dragon (A,K,L,R,U,V) 

36. 1-2 Vodyanoi ** (A,G,L,Q,R,V) 

37. ld20 Sea Elves/Mermen (B,C,D,FJ,M) 

38. 1 Sea Serpent (L>R,U) 

39- ldl2 Prickiebacks (B,R) 

40, 5d6 Ghagglers (Ki.N^RQ.V) 

* May be pirates, guards, minotaurs, or ogres 
** Aquatic umber hulks. 

taBlc 3 : Gncountea motivations 

At 1 Injured; returning from a fight 
B/2 Flee party 
C/3 Caution and advise party 
D/4 Disguised (see Event 2) 

E/5 Hide when sights party 

F/6 Spies seeking information 

G/7 In lair, camp, hut, or outpost 

H / 8 Guards or escorts prisoners or booty 

j/9 On a secret mission 

K/10 Intimidate party and demand bribe 

L /11 Cause fear; attack the weakest 

M/12 Want to steal from party 

N/13 Capture pany; bounty hunters ' 

P/ 14 Lure or misdirect party to danger 

Q/15 Decoy victims into an ambush 

R/16 Hunting for food 

S/17 Stalk party and ambush when weak 

T/18 Bandits waylay party and plunder 

V /19 Destroy things 

V/20 Eat or sacrifice victims 


taBle 4: events 

1. Deadfall Something heavy falls, save vs, 
petrify or take 2d6 points: a) Crumbling min t 

b) Tree /Mast, c) Rock slide, d) Wave 

2. Pitfall Character falls into a hole: 

a) Earth collapses {10-20 ft.), b) Mud slide, 

c) Animal pit (10 ft,), d) Rotted flooring 

3. Trap Character stumbles into a snare or 
booby trap: a) Rope /Net snare, b) Drugged 
dan, c) Spiked sapling (ld6), d) Sleep gas 

4. Dilemma Obstacle blocks the way: a) 
Barracuda/Wolf Pack, b) Quicksand, e) 
Rapids/Avalanche, d) Hot Springs/Fire 

5. Warning PCs find a warning of danger: 

a) Wanted Poster/Rumors, b) Charred debris, 
c) Bloodstains, d) Eerie cries 

6. Tracks A monster's tracks lead to an 
encounter or another event; roll for type 

7. Wild Animal A wild beast does the fol¬ 
lowing: a) Steals something, b) Bites, etc., 
c) Stanles as it flees, d) Feeds nearby 

8. Obstacle Path is blocked by a: a) Cliff, 

b) Pond, t) Gorge /Stream, d) Marsh, e) Briar 
Hedge/Reef, f) Snag/Sandbar 

9* Dragon Spoor Signs that a dragon has 
been here: a) Tracks, b) Fresh kill with marks, 

c) Clawed trees, d) Shadow in sky 

10. A Find A special feature: a) Landmark 
stone or tree, b) Ruins, c) Grave, d) Wreckage 

11. Carnage This is a battle site; there are 
destroyed remains of the losers. Roll two ran¬ 
dom encounters to discover what fought here. 

12. Accident M i sfo rtu n e b efa 11 s t h e PCs: 
a) Injury, b) Supplies damaged, c) Someone 
becomes stuck, d) Weapon breaks 

13- Stranger A stranger is encountered: 
a) Offers advice, b) Asks for help, c) Plies PCs 
for information, d) Is obstinate 

14. Shelter A shelter is found: a) Cave, b) 
Hut, c) Port/ Hollow Tree, d) Wagon/Wreck 

15. Illness As a result of food, air, plants, or 
insects, a character becomes ill (ld6 days). Tra¬ 
vels at 1/4 speed, -4 to hit, damage, and save 

16. Weather Change The weather changes 
to: a) Drizzle/sleet, b) Windy, c) Clear skies 
and cool, d) Overcast/snow flurries 

17. Obscucement Mist, fog, darkness. 

18. Sightings The PCs sight something: a) 
Shadowy figure, b) Glint of light, c) Spiral of 
smoke, d) Birds take wing, e) Cloud of dust/ 
wake, f) Rustling plants 

19- Storm This storm reduces pany to 1/4 
movement, obscures vision, causes Id4 points 
of damage every turn caught in it; may be i 
thunderstorm, a windstorm blowing grit or 
thorns, or a cyclone (add Event 1 Deadfall). 

20, Special Event Create some special! 
events. Some examples: a) Lunar eclipse, b)[ 
Illusion, c) Monument, d) Friendly hero 
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43. kothas 


This island is a rugged land with high hills 
and simple farms. Sheer bluffs face the 
raging sea and small fishing villages ding 
to the diffs. Inland there are small villages 
and fortified manor houses. Signal towers 
dot the island. A network of dusty roads 
and trails link the habitations. This land is 
frequently visited by chill rains from the 
east. 


Pirates of lesser repute and their families live 
on the highlands. Strong marshalls, retired 
captains, administer the land with a cruel 
hand from their manors. There is a main pop¬ 
ulation of minotaurs, but they are relegated to 
the role of a serf, working the soil and hard 
labor. 

44. rrnthas 


This wind-scoured rock is a barren land 
with only occasional shrubs dinging tena¬ 
ciously. The eastern mountains are dor¬ 
mant volcanoes and their heat warms the 
land. Everywhere are hot springs, bub¬ 
bling mud and geysers. The rocks are 
encrusted with lime. Most of the mino¬ 
taurs live in stone homes built in cool caves 
or in the shadow of diffs. There are broken 
mist filled canyons. 


Minotaurs of the inner lands make their living 
mining ore and working the metal. Few crops 
grow here and most live on fish from the coast 
and the bounty of the pirates. Most minotaurs 
live in dose knit family units and will only 
accept outsiders who can prove their worth by 
defeating one of their number. They are very 
loyal to their family members. 

45. C>R&Qon's Spine 


High winds rip through the narrow passes 
and cud clouds about the peaks. Several of 
these mountains are dormant volcanoes 
and steam vents periodically from crevices. 
There is some snow cover at higher alti¬ 
tudes, including a small glacier that pushes 
north falling into the sea. Large winged 
creatures, that seem vaguely human, ride 
the winds off the ridge. 


Minotaur mines dig ore from the lower slopes 
of the mountains. They mine iron, copper 
and gold for weapons, armor and ornamenta¬ 
tion. 

High in hidden vales near the mountain 


peaks lives an odd race of bird men called the 
Kyrie. Use Bozak statistics. The can cast spells 
as if a 3rd level druid. The Kyrie are the only 
ones to have ever escaped from the Arena of 
Death and they periodically raid the mining 
camps below. They will avoid strangers. 

46. L&cynos 


The major port and capitol of minotaur 
land of Mithas, is Lacy nos. Its squat stone 
buildings sprawl along Horned Bay and 
rise into the hills. The harbor is large, pro¬ 
tected by two stone jetties and a break¬ 
water reef made of sunken ships. Many 
small galleys and larger marauder ships 
find anchorage here. Back in a bowl in the 
hills is the Arena of Games. 


Lacynos is a cruel place. The only free crea¬ 
tures are minotaurs and visiting draconians 
who are looked upon as potential allies. Man, 
ogres, goblins, and kender serve the bull men 
as slaves or entertain them in the Arena. 

The leader of the minotaurs is Chot Es* 
Kalin; he is detailed on an NPC card. Chot is 
as hot tempered as all minotaurs, but has a 
cruel cunning and is negotiating further alli¬ 
ances with the High lords. Chots people pro¬ 
vide naval expertise and heavy troops for the 
Dragonarmy. 

The law of the land is the Arena of Games. 
Any who break the Jaws are sent the the Arena 
for a short life as a gladiator Three types of 
games are most popular in the Arena: 

—Arena battles with gargantuan serpents, 
gargoyles or trained minotaurs 
—The Death Maze, an ever changing maze of 
deadly traps 

—The Pits of Doom, duels among pits of lava 
and geysers 

47 . Winston s Tower 


The long sandy beach with rocky peninsula 
doesn’t appear to be a good harbor. But a 
series of sandbars and a narrow reef make 
for a quiet anchorage, A mammoth, 130' 
tall six sided tower rises from the mins of a 
fort. A broken wall surrounds its base and 
a ramp spirals around the tower to a para¬ 
pet 80 feet above the ground. No activity is 
sighted. Large curved metal plates on each 
side focus and reflect the light. 


This mighty beacon used to shine across Istar 
lighting the way for all travellers. Now it lies 
abandoned and avoided due to its reputation 
as a tower of dread with no reward. Of gnom¬ 
ish construction, the interior of the tower is a 


series of stairs, ladders, catwalks and platforms 
at various levels. Dark shafts fall away to diz¬ 
zying depths. Some of the special encounters 
featured here include these: 

— A clockwork Juggernaut (use Undead 
Beast) 

—A mighty treadmill that makes characters 
mn in place till they drop 
—An amazing Lift, a network of buckets ris¬ 
ing and descending on an endless chain 
—Rubber walls that makes one bounce 
—Trapdoors to slides and shafts 
—Floating animate crystal spheres 
The creatures in this tower include a Gargoyle 
automaton, huge furry rodents (use Wolves}, 
Ochre Jellies, mechanical tendrils (use Stran¬ 
gle Weed), and a mad Minotaur who thinks 
that everything is a machine. 

Treasures of note include these: 
—Thousands of steel worth of metal gears and 
bars 

—Dozens of diamond gear bearings worth 
(50-150 stl each) 

—A Ray of Light that cures disease 
—A Lantern of Everburning 
—Sand of Silence that muffles sounds 
—The Neverending Ribbon, an amazing 
device that forms a temporary road 

48. BeakweRe 


These wind sheltered plains are littered 
with the rubble of broken manors and vil¬ 
lages crushed beneath fallen cliffs. The 
stone is scorched black. Near the base of 
the mountains is a 300 yard wide crater 
with a bluish boulder at its heart. Slowly 
nature reclaims the land. 


This land hosts Giant Sand Lizards (use Aurak 
statistics without spells), and Giant Trapdoor 
Spiders. Small whirl winds blow across the 
lands. Those who draw too dose to the crater 
will be stricken sick (treat as Random Event 
15)- 

49. Silent plains 


The land is a desolate sandy plain. A gritty 
wind scours exposed flesh and stone. Here 
there are broken highroads and fallen tow¬ 
ers. There is little life abroad save for 
swarms of locust grazing on small patches 
of grass. Among the ruins dim shadows 
flit. 


Giant Lizards (use Aurak stats) bask on the 
ridges and race across the plains. Swarms of 
locusts gather in bushes and narrow patches of 
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vegetation. See land encounter 14 for details 
on swarms, but these do not stun. 

Skyfishers wheel in the sky overhead and 
may be drawn to panics moving about during 
the day. The land bakes by day and freezes at 
night. 

Characters may encounter ridges in the 
sand, that seen at a distant are dearly burrows. 
Giant worms hunt lizards here (use Sea Ser¬ 
pent statistics). 

50. tailyon 


This warm windy coast is a desert of shift¬ 
ing sand dunes that constantly reshape the 
land. The wreck of an ancient city is buried 
on the sandy northern coast. Giant sand 
lizards, the undisputed lords of the land, 
bask on ridges. 


Use Aurak stats for the Sand Lizards, 

51. WoplOscap mountains 


These are snowcapped, windy mountains, 
cut by rugged gorges and twisting fjords. 
Trees grow up to about 1000 feet above sea 
level, but then fall away to snow cover. The 
three highest peaks arc Worlds crown, 
Cloudpainter and Shatterskv. This is Ansa- 
Ion ’s highest range. 


Deep in caverns to the east is a small dan of 
mountain dwarves. They have been isolated 
for 200 years. These mountains are steep and 
dangerous to climb. Wolverines and worse 
prowl the slopes. High winds strip the vegeta¬ 
tion. 

52. Rums of kaRthay 


Here lies the shattered min of the ancient 
city of Katthay, buried beneath the col¬ 
lapsed cliff face Winds howl among the 
canyons of broken stone and sand stings 
the flesh. This min swelters at midday and 
freezes at night. To explore these mins, 
one must climb over rubble and through 
gullies. Once built into the side of the 
mountain , some of those hidden chambers 
and passages are now exposed, 


This city once housed a university of great 
learning, but those books have long since 
c mm bled and blown away. Among these 
ancient ruins lie many dangers and chal¬ 
lenges. 

—Sandpits, use rules in Land encounter 21 
—Crumbling Walls (use Random Event 1) 



—Deadly gases that explode in light (treat as a 
4 die fireball) 

—Sandstorms (use Random Event 19) 

—A giant maze stalked by Giant Lizards 
—A library of ashes 

—The Hall of Ancestors through which the 
past may be viewed 

Creatures who frequent this min include 
Umber Hulks, Borer Beetles, Wolverines, 
locust swarms (see land encounter 14), Giant 
Lizards (use Aurak stats) and Giant Horned 
Toads (use Amphi Dragon stats without spe¬ 
cial abilities). 

Treasures reputed to lie here include these; 
—The Well of Knowledge, save vs Poison to 
gain a Legend Lore (Dmg 2d 10 if fail) 

—Small quartz spheres that glow with light 
—A magical wall with living paintings that 
talk to viewers and tell bizarre stories 
—Magical spelling bees that can each cast one 
spell and then die 

53, Sea Reach 


This is a safe sheltered bay. Stone jetties 
with watchtowers at their ends protect the 
entrance with a battery of catapults. The 
wharfs are strong and in good repair. Stone 
buildings with wide verandas front the 
harbor, tile roofs and colorful awnings pro¬ 
viding protection from the blazing sun. 
Many of the buildings are built into the 
hills to provide further insulation. To the 
west of the cove terraced farms step up the 
cliff face. 


Pirates and minotaurs are not welcomed here 
and galleys will put out to drive them off. 

54. Saif hum 


This island is rugged, but cultivated. 
Roads of stone and terraced farms are built 
on the sides of steep hills. Small stands of 
wood and fruit trees grow in valleys along 
streams and edge the roads. On the high 
inland plains hemp and wheat are grown 
and ground in wind mills. Wind driven 
water wheels lift water from the valleys to 
irrigate the fields. Sheep and goat are the 
main livestock here. 

An odd high road of smooth fitted stone 
zigzags across the land, A wooden rail runs 
down the middle of the road and odd 
sailed wagons periodically make the cross¬ 
ings, sailing straight from east to west and 
tacking back west to east in a zigzag pat¬ 
tern. 


minotaurs or dragonkind. They protect their 
own and honor contracts, but as a nation 
avoid involvement in the wars of others. 

55. keRnen 


These ugly wild plains are blotted by mires 
and rocky outcroppings. Muddy sloughs 
and dwarf woods line the turgid streams. 
Here and there are odd square hills. The 
plains show signs of wasteful hunting. 
Mangy wolves and small antelope range 
this land. 


These are ogre lands. Barbaric ogres hunt these 
plains beside wolves, wolverines and other 
vicious predators, 

56. eifreRQlAfte 


This forest is filled with ancient oaks and 
elms. Large shelf fungi grow on their 
trunks and moss blankets the ground. The 
narrow paths through meander and recross 
so often that someone following them 
swiftly becomes lost. There are sheltered 
glades and black pools beneath the blue 
canopy of leaves. The sound of muffled 
buzzing and bird songs may be inter¬ 
rupted by long moments of silence. 


This is a spooky, eerie wood. There are tales of 
those who have slept in these woods and awak¬ 
ened to find it another rime. 

57. Sanfcy ShoRes 


Sandy bluffs line the long strip of beach 
that stretches for miles along the coast. 
Brambles grow along the bluffs crest. Odd 
driftwood and old bones lie drying on the 
beach. Occasionally the remains of camp¬ 
fires are found. 


Ogre fishermen scavenge along the shoreline, 

58, noROmaaR 


This coast is a series of high cliffs and wide 
valleys with stagnant backwaters along a 
gravel strewn beach. There are marshlands 
to the south and great pines cluster along 
the verge of the cliffs. Barbarians on horses 
can be seen to thunder south across the 
inland rocky plains, bearing dragon ban¬ 
ners. These are not free lands. 


These mariners are no friends of pirates, 
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This is still enemy territory. Squads of baaz 
and horse mounted warrior barbarians ride 
south to the battles. They will detain strangers 
and if they are determined to be enemies they 
will be slowly executed after one day. Spotted 
lion prowl these plains hunting wild boars. 

59 . ValkmORfr 


The shore here is a saltmarsh at the base of a 
low cliff. Trails wind up the rocky face to a 
magnificent fortress built at the summit. 
This stronghold is connected to three towers 
by long walls, sadly in disrepair. Upon closer 
examination it appears the entire structure is 
a ruin, the rusty' portcullis fallen and the 
drawbridge burned away. Ghostly lights can 
be seen moving in the towers. 


This ruin is desolate and apparently deserted. 
There is little of interest here. Of note; 

— Hidden walkways running through the 
walls 

—A Hall of Banners that bears the crests of 
the hundred dans of the plains 
—The Peaceful Hall from which none awake 
—The living garden, where all the plants 
speak and act on their own 
—A bottomless pit said to reach to the nether 
world 

The place is haunted by a Giant Whisper 
Spider Other creatures found here include 
Giant Beetles and ghostly phantoms whose 
touch is poisonous (use Jellyfish). 

There are no treasures of special note. 

SeA encounters 

1. Khurman Sea: This sea is plied by mer¬ 
chant carracks bound for Khur. Schools of 
salmon frequent the waters. 

2. Bay of Balifor: Otters play in the waters 
off the coast. They are really part of a 
Dimernesti colony of 43, Gulls circle in the 
sky and green wood floats in the waters. 

3. The Maw: There is a reddish frothy flow 
from the mouth of the Gullet into the Maw, 
At low tides a ship may run aground here. A 
Sea Serpent frequents these waters. 

4. Habbakuk’s Necklace: The sea here is 
abundant with salmon and swordfish. Kelp 
beds grow a mile out from the shore and sea 
otter and Dimernesti play among the kelp. 
Barracuda are occasionally seen. 

5. Restless Waters: There is a long line of 
breakers here across a deep reef Vodyanoi lair 
there. 

6. Churning Reach: There is a long line of 
breakers here. Sand bars stand 500 yards out 
from the beach littered with debris. The giant 


Manta Ray frequents this stretch, 7. South¬ 
ern Courrain Ocean: There are large swells 
here and abundant fish and dolphins. This 
area often sees squalls, 

8* No Port Stretch: These deep coastal 
waters front sheer high cliffs, Koalrnth and 
barracuda inhabit these waters. 

9. The Neck: Beneath the dear water can 
be seen colorful reefs and oddly carved stone 
of a sunken ruin. The Neck is dangerous to 
navigate due to a swift current and strong 
winds. Jellyfish frequent these waters. 

10. The Crown: Here are deep water chan¬ 
nels edged by sharp reefs. Along the reefs in 
the shallow anchorage grow Giant Anemones, 
while Giant Eels hide in its crannies, 

11. Gnashing Teeth: Here are treacherous 
reefs and many sunken wrecks. The current 
here often carries the unwary onto the reefs. 

12. Mistelstrait: This narrow run is only 
sailed by the experience mariner, for sudden 
squalls have been known to dash lesser men 
against the island s cliffs, jellyfish swim in the 
deceptively delightful waters and a clan of 
Kapoacinth lair near the cliffs. 

13. Choppy Waters: White caps toss and 
dance offshore here. Over 120 Lacedons dwell 
in small lairs and caves along the coast. 

14. Last Watch: From here the ancient min 
of Blood Watch can be seen high on a cliff . At 
night 1-4 wraiths may be met, 

15. Coast of Goodlund: These waters are 
charming and a deep blue. Off the coast live a 
clan of 30 Sirines. One or two often frequent 
tidal caves on the shore to comb their long 
green locks and to sing lonely songs of those 
lost at sea. The Sirines are aware of the trouble 
that is brewing in the Sunken Realms. If a PC 
is especially debonair (Chr check -3) she may 
request that the brave hero journey with her to 
the Sunken Realms to help save her world. 
She can provide each with a quaff of the elixir 
of water breathing, see the next chapter, 

16. Bloodbay: This bay is often frequented 
by Pirate ships with 24 pirates and 2 Warriors, 
waiting to waylay fat merchant ships. The 
waters are frequented by salmon, dolphin, 
barracuda and jellyfish. 

17. Rugged Coast: This wind tossed stretch 
of water is often choppy. There are three vil¬ 
lages of 10d6 mermen living off the coast. 

18. Reaver's Bay: This bay leads into the 
heart of the ogrelands. The waters are often 
choppy. Two dans of Kapoacinth lair here as 
well as a monstrous undead whale (use 
Undead Beast stats). 

19. Southern Blood Sea: This deep water is 
often frequented by merchant and pirate 
ships. Dolphins range the waters, and 
Dargoncsti live below. 

20. Eastern Blood Sea: This deep water is 


frequented by warring pirate and minotaur 
ships. Dolphins frequent the waters and deep 
water Ghaggier attempt to waylay ships 30% 
of the time. 

21. Blood Sea—The Outer Reach: The 
water here heaves in great swells. A strong cur¬ 
rent carries ships deeper into the he an of the 
crimson sea. Storm clouds marshal in the sky. 
The sea is dyed the msty red of blood from red 
sands stirred up from the bottom of the sea. 
Sea Dragons have been sighted here, 

22. Blood Sea—T h e Ti g h ten i n g Ring: The 
skies erupt with thunder and lightning, slic¬ 
ing the sky with icy rain. Treat this as the same 
as Random Event 19- The current strengthens 
and the helmsman must make a save vs Breath 
Weapon just to hold even, paralleling the 
he an of the storm. If he fails he is drawn 
deeper into the Blood Sea, An experienced 
sailor only has a 30% chance to escape. 

23. Blood Sea—The Nightmare Sea: The 
storm unleashes its full fury and the helms¬ 
man must make a save vs Rods every two turns 
or the ship is struck by lightning, breaking 
spars, ripping sails or causing ld6 points of 
damage to the ship. 

If it is night time when the party enters the 
Blood Sea, the sounds of moaning, screaming 
and cackling sound on the svind Some crew 
members will become hysterical, pointing at 
the churning waters in horror. Any who stare 
at the waters too long will see it transform into 
a crawling mass of grinning faces, clawed 
hands and wicked horns pushing at the Fere- 
chon causing it to pitch and shiver 

An hour after this madness begins a red 
mist swirls up from the sea, flowing through 
doorways and oozing in portholes. When rhe 
ship is covered by the mist, small red misty 
imps form from the vapors. Soon red impkins 
are swarming up the masts, pulling on the rig¬ 
ging and loosening cargo ropes. They ignore 
the crew and any blows at them pass right 
through without effect. Giggling, screaming 
and grunting they wreck havoc upon the ship. 
Use Wraith statistics, but only magic and 
magical bonuses hurt them and they can not 
Energy Drain. They can not be turned. 

If the red imps are bothered by crew mem¬ 
bers several may turn and grapple with the 
man to either throw him down the hold, into 
a cabin or overboard. Each impkin has a Str of 
4, and they may only move a character if the 
total Str points of the imps exceeds the charac¬ 
ters, The character is dragged VI round for 
every point over the character’s Strength, If a 
character is thrown overboard, use the 
Choppy Waters encounter rules, but his Con 
check is at -4, If a PC is thrown overboard he 
apparently drowns. He is actually rescued by 
sea elves in the next chapter 
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If it is day and the party has not yet 
defeated the King of the Deep, a dark shadow 
will be seen rising from the waters. The King 
will rise beneath the ship and two horrid black 
tentacles will pluck crewmen off the deck, 
then it sinks back into the depths. 

The helmsman must make a save vs Breath 
at -2 each hour to avoid being dragged further 
and only has a 15 % chance to escape this ring. 

24, Heart of Darkness: The thunders rum¬ 
ble takes on a distan t quality. In the middle of 
this area, a mighty maelstrom swirls, sucking 
all down into the deep through its ferocious 
maw. If a ship still has a rudder, there is a 20% 
chance that the helmsman can turn the ship 
abroad of the whirlpool and the additional 
drag will cast the ship up and out. However, 
one last encounter awaits the party. 

The crash and rumble of lightning become 
but a distant chorus to the tumultuous roar 
of water ahead. The clouds fall back to 
form a mighry canopy, while ahead lies the 
maw of terror. Whirling and swirling, a 
mighty maelstrom sucks all towards its 
dark depths and none seem to escape. Sud¬ 
denly, a trumpeting bellow splits the 
clamor and someone points in terror sky¬ 
ward. Beating strong wings, there comes a 
shadowy dragon. 


The dragon looks like it has come to gloat, and 
Berem, not to be taken will leap over the side. 
The dragon is really Clarion who saw the ship, 
pursued by the minions of evil, enter the 
Blood Sea. He is unable to help more than a 
couple and will single out the captain and her 
guard or mate to try to pick off the ship. If 
Clarion suffers 30 points of damage he flees. 

The PCs actions can only delay the inevita¬ 
ble. If any have potions of water breathing 
they may save themselves. The ship is sucked 
down into the maelstrom and the characters 
are thrown into the choking dark waters. They 
should feel death come calling as their lungs 
bum and all goes black. 

Actually a party of sea elves will rescue the 
party using the elixir of water breathing but 
only after the party has passed out. 

25. Razor's Edge: These waters hide many 
dangerous reefs and obstacles. Many a ship 
has been tom apan on these sunken horrors. 
There are two villages of 35 + ld20 mermen 
here. 

26. Western Blood Sea: These deep waters 
are dabbed with patches of azure where crops 
of seaweed float. Dolphins and Dargonesti 
frequent this water as well as the shy monster 
Pricklebacks. 

27. Northern Blood Sea: These dark waters 
roll endlessly onward, often frequented by 


Pirate and Minotaur ships. Swordfish and 
bullshark range the waters. Colonies of Lace- 
don have been known to waylay ships found at 
night in these waters, 

28. Firewater: These seas glow a crimson 
hue at sunrise and sunset. They are often the 
battlefield for feuding Pirates and Minotaurs 
and it is not uncommon to see a burnt hulk 
drifting. 

29. Pirates Run: These coastal waters of 
Kothas arc frequented by two varieties of bar¬ 
racuda, the fish type and the vicious pirate. 
Both are voracious and offer no quarter except 
to others of their kind. 

30. Slim Chance: The rocky coast off 
Mithas is patrolled by bullheaded men in 
ships and bullsharks in the dark waters, 

31. Eye of the Bull: Cruel cliffs crowd this 
narrows and few are brave enough to risk the 
treacherous run. On the coast of Mithas are 
five fortifications with two catapults each, 
which pepper any not flying the Horned flag. 
Near the coast of Kothas is a treacherous cur¬ 
rent and deadly reefs. Living in these reefs are 
a bevy of Sea Hags. The Sea Hags usually hunt 
in groups of 1-4 and prefer not to kill out¬ 
right, but to capture prey, 

32. The Blade: The sea floor falls away to a 
deep trench in which a colony of 240 Ghagglcr 
live, They hunt ships who cross their waters in 
groups of 21 -40, Ghagglcr eat their prey, 

33. Eastern Counrain Ocean: The waters 
here are rough and white capped often visited 
by high w T inds and squalls. The giant Sword¬ 
fish cavorts here along with deadly barracuda 

34. Craklin Coast: A strong current visits 
these waters carrying ships out from shore 
toward the Northern Courrain Ocean, Only 
the muscular Bullshark seems to resist the tug 
to deeper waters, 

35. Northern Courrain Ocean: These waters 
dance merrily in the sea breeze and the water 
moves in slow, fluid swells. The king of this 
realm is the solitary Sea Dragon. 

36. False Refuge: There appear to be sev¬ 
eral quiet bays here, but the dark waters hide 
sunken mountains and ruins of old that are 
worse than any known reef (double damage). 
A swift current carries all past the land and out 
to the open sea of the north. Fierce sea lions 
prowl these waters in prides of 2-12. 

37. Rocky Shores: No safe harbor here, 
though many a mariner has been laired into 
the snaking canyons and fjords in hope of 
shelter. These waters are the realm of a Sea 
Serpent. 

38. Troubled Waters: This waters are 
cloudy and gray, A colony of Lacedons live in 
the ruins offshore and raid the land at night. 

39. Blood Cup: This bay has been the sight 
of many blood battles between Minotaur and 


Pirate. It is now usually neutral territory. It is 
rumored that the Mire, a might graveyard of 
ships may be found here, jellyfish and the 
aquatic violet ochre jelly float here. 

40. Land Ho: These azure waters are usu¬ 
ally a welcome sight to the voyager weary of 
the open sea, for from here landfall on 
Saifhum and empty Karthay can be seen. 

41. Mantle: Deep waters surround 
Saifhum s high cliffs. Skyfisher plague mari¬ 
ners of these waters and the natives cany slings 
and crossbows to drive them off. Two giant sea 
slugs, Nudibranehs, prowl the cliffs and sea, 
sometimes climbing aboard ships at night, 

42. The Sheath: These dark waters are 
patrolled by the mariners of Saifhum in small 
carracks the size of the Perechon, with crews of 
12 sailor Guards and 9 Warriors, Sea Lions 
prowl the waters and Dargonesti hunt here. 

43- Endscape: The water here shallows 
quickly and many a ship has run aground on 
its sandbars. Long sea grasses and forests of fan 
shaped seaweed grow in abundance here. 
These waters host Strangle Weed and Giant 
Anemone. 

44. Miremier: This water is clogged with 
rocks and forests of kelp. Low tide uncovers 
vast salt marshes. Giant Crayfish lair here. 

45. Last Coast: This rocky coast is the last 
coast before the open seas. Ruins of ancient 
stone forts grace the summits of its stony 
bluffs. Two coveys of Sirines live in grottos by 
the seashore and Sea Lions ravage the waves. 

46. Deep Reach: These waters run swift 
and deep around the northern end of Nord- 
maar. The air is clear and a tail w r ind speeds 
the mariner on his way. Giant Swordfish and 
Manta Ray leap from the water, the masters of 
their domain. 
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GncounteR Setting 

After the cataclysm, Istar was sunk to the 
depth of the Blood Sea, The name of the sea 
comes from the thick red sand that fills the 
waters. The city is now surrounded by high 
mountains, and the buildings form a massive 
conglomerate of ruins and coral mounds. In 
some places, air pockets have formed from 
plant respiration. Sea elves have taken posses * 
sion of the fabulous ruins. 

The maelstrom in the center of the Blood Sea 
leads down to the center of the city, A giant vor¬ 
tex is caused by a demonic wind blowing from a 
gate to the Abyss located at the bottom of the Pit 
of Istar. The pit stands where the ancient temple 
once stood. Most of the water dragged down 
through the maelstrom is expelled above the 
city, spiraling outward for miles. Because of the 
strong turbulence the only way to enter the city is 
through a few narrow mountain passes below 
the water current. The maelstrom funnel leads 
to the pit. Then quickly spirals out at street level. 

When the party was thrown overboard, the 
PCs were rapidly dragged down into the vor¬ 
tex and cast out above the city. Sea elves new 
the fate they would face and were ready with 
vials of the elixir of wafer breathing* But the 
characters all passed out before they were res¬ 
cued. The elves left the heroes in the care of 
Zebulah, a human mage who has been living 
among the elves for years. His consort, Apo- 
letta. Lady of the Dargonesti, saw the mark of 
the fated on the heroes and kept them here, 
Maquesta and her crew were put on a raft and 
set to drift m the sea shipping lanes. 

All the party may be together in one room 
or if you desire, you may separate the most 
wounded character and place him in Area 9- 

This chapter is divided into two sections, 
ZebuLah's Refuge and the Pit of Istar, This sec¬ 
ond half is the role playing portion of a 
mighty sea battle that is brewing between the 
sea elves and the forces of evil, and should 
either be played in conjunction with the next 
chapter or instead of playing out the battle, 

ZeBuUh s Refuge 
1.016 Banquet hall 


A dozen small rods fixed on the walls softly 
light this room. To the south, the wall 
seems to have caved in, A large heap of 
broken chairs and tables lie in the north¬ 
east, next to a set of large double doors, 
hanging open. On the opposite side grow 
large clumps of strange mushrooms. There 
is no one else in the room. 


This room used to be a banquet hall, before 


the time of the cataclysm. Zebulah now uses it 
to grow plants that he uses as food. The doors 
are not locked and can be easily opened. The 
rods lighting the area are sticks with continual 
light cast on them. 

Should the party listen at the door, they will 
hear the shuffle of somebody walking fur¬ 
tively behind the door. If a character peeks* 
around the door, at First only darkness will be 
visible. Then slowly, a crouching silhouette, 
cloaked and hooded, and brandishing a 
wicked glistening dagger can be sighted, no 
more than three feet away. The individual is 
moving furtively along the walls, away from 
the door, clumsily trying to hide in the 
shadows. It has not seen the PCs behind him, 
because the door is concealed with an elabo¬ 
rate illusion of a bare wall. Not even the light 
will pass through the illusion. 

The creature is one of many koalinth spies 
sent to assassinate Zebulah, If the party 
decides to wait, another silhouette will be 
seen, following the first. Unless the party 
intervenes , up to a dozen of these spies should 
walk past. If the party intervenes, each spy 
remaining in the corridor should have a 
chance to attack the PCs from behind. The 
koalinth are coming from area #4, and seeking 
area #2. 

Koalinth out of their natural medium are 
hard of hearing. Anyone walking behind a 
koalinth out of the water has only a 1 chance 
on a d6 of being heard. 

2. the CoraI Cave 


The corridor abruptly stops on a narrow 
ledge overlooking a small underground 
lake. The rods' soft glow is reflected by 
patches of nacre and the small waves of the 
water. Another ledge with an opening is 
located on the other side of the lake, A 
cable stretches from one ledge to the other. 
In between, a small boat has been hooked 
to the cable. 


The boat can be hauled back to the ledge by 
pulling on the cable, as with a ferry boat. 
Below the surface of the lake are three exits. 
They are hard to see from above due to the 
reflection and the cluster of corals. Any non 
aquatic creature will have a 20% chance of 
getting stuck while attempting to swim here. 

3. floo6e6 Tunnel 


The lower part of this corridor is dark and 
flooded. Each PC has a chance of swim¬ 
ming down the stairs, under the ceiling. 


and back up on the other side with a suc¬ 
cessful Con check. If the roll fails, the char¬ 
acter panics and takes ld6 points of 
damage per round, until rescued. 


The intersection is the lair of a giant crayfish. 
The creature will try to grab one character 
swimming nearby. To break free, the victim 
(or rescuer) must make a Str check. The cray¬ 
fish will retreat to area #2 if it takes more than 
50% damage in hit points. 

4 . 016 Stairway 


The spiral stairway leads down to the bot¬ 
tom of a trench in the city of Istar, 50 feet 
below. Starting at 10 feet below the corri¬ 
dor, the passage is flooded. 


In the event the party has a way of breathing 
under water, they will be able to reach a large 
stone door at the end of the stairs It opens on 
the bottom of a pitch dark trench. Twelve 
koalinths are waiting below and will attack the 
PCs. If more than half arc killed, the others 
will flee. If the party captures one of them and 
interrogates him, the koalinth menaces the 
PCs with a quick doom, revealing that "the 
entire army of koalinths is marching toward 
Istar, and they had better release him before 
his kin avenge him." If interrogated further, 
the prisoner will say that the koalinth have 
allied with the King of the Deep and the 
Dragonarmy, 

5 . The maqic pounum 


In the middle of this chamber is a foun¬ 
tain, its center is a sculpture of a small 
whale, with water spouting from its vent. 
The walls in the chamber are covered with 
white marble, carved with scenes of 
Ancient Istar, 


The fountain is magical . Anyone drinking this 
elixir will be able to breathe water as long as 
he does not come into contact with air for 2 
turns. This effect can not be dispelled . When 
a creature dries out he must make a save vs 
Poison or will forget the last 2-12 days, 

A secret panel conceals the access to area #6, 
It will only open if the small whale is rotated 
clockwise. It doses if the the sculpture is 
rotated counterclockwise. In the event the 
sculpture is rotated in the wrong direction 20 
crossbow bolts are fired from a series or hidden 
slits in the ceiling (ld4 bolts automatically hit 
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each character present the chamber). The tips 
of the quarrels bear a mild hallucinatory drug 
remains. Each victim must save vs. Poison or 
loose conscience. Unconscious victims will suf¬ 
fer a “dream”, All dreams start in a thick bil¬ 
lowing fog and end the same way. 

Dream 1: A horrid monster appears from a 
large dark pit. The PCs hands are caught in its 
hair t and filthy slimy tentacles are drag him 
toward a gaping mouth. In the background, 
huge turtles swim above an underwater city, 
wreaking havoc. 

Dream 2: The PC is swimming in a dark 
flooded tunnel. As he reaches a door, it slowly 
opens toward another tunnel revealing an 
opening to a huge vortex. In the swirling 
green waters, dark sinister shapes slither 
upward. 

Dream 3: A line of warriors stand silently in 
a high mountain pass. They wear strange 
armor made of shells. One raises his hand and 
motions his troops ahead. Only then does the 
PC realize that the hand is webbed, the skin 
greenish, and the hair of the warrior, a gleam¬ 
ing silver. 

Dream 4: A white whale swims toward the 
PC, at incredible speed. With a terrifying 
roar, the creature swallows its prey and all 
becomes dark. After a few moments, light 
returns, and the PC finds himself alone in a 
deep round pit. Standing upright in a ring in 
the center of the room are two dozen shining 
lances. A light seems to radiate from them. 
The PC runs away and appears in area #5. 

Dream 3: The PC walks down spiral stairs. 
After a moment, he reaches the surface of 
dark waters, dives and continues to swim 
down. Strange cries, laughters and whispers 
can be heard ail about. From a distance, a 
voice seems to scream in elvish: “Treachery, 
treachery, they are coming I Sound the 
alarm!” Then a door opens on darkness and 
the PC wakes up. 

6. the OpaQonUnces 


Beyond the panel, stairs lead down to a 
round and dark pit. The steps narrow as 
they descend From the bottom, a faint 
glow seems to flicker. 


Ancient ancestors of the sea elves stored 24 
foot dragonlanees left in their keeping after 
the Third Dragon War called Dragon Bane. 
After the Cataclysm, they brought them here 
300 years ago, but have since forgotten them. 
The circle of lances support a plunger of aged 
teak, that inturn, holds up the ceiling block. 
For every lance removed, roll ld20 and if the 
number is greater than the number of lances 


remaining the plunge will topple and the ceil¬ 
ing fall. The ceiling will cause 20 points of 
damage to those beneath it (save vs Petrify for 
half). The ceiling will crumble and PCs may 
dig their way out. 

7. ZCBulah's Room 


In the middle of this room stands a bed 
made out of a huge sea shell. In the west of 
the room is located a round table with sev¬ 
eral dishes of gold and nacre. On a large 
plate in the middle of tabic are the remains 
of a fish with uncommon vegetables and 
fmit. In a thin crystal flask is a green liq¬ 
uid. 

A door is open in the west wall and a 
pulsating light glows from beyond. The 
sound of crystal being moved is heard. 


A Koalinth spy has managed to enter this area 
and is searching the room for information. If a 
PC peeks around the door, the spy will be 
standing in front of the orb, perplexed, and 
will not notice the party. 

The table holds the remains of Zebulah s 
last dinner. The green liquid is an magical sea¬ 
weed wine. Anyone drinking it recovers ld4 
hit points. 

The southwest corner of the room is sepa¬ 
rated from the rest of the area by a curtain. It 
is Zebulah’s wardrobe. On a shelf here is a 
copy of the text from Astinus's Iconochronos, 
concerning the Fall of Istar, 

8. zeBulah’s laBORatoRy 


This rectangular room contains an incredi¬ 
ble bric-a-brac of flasks, tubes with bub¬ 
bling liquids, pots and other glass 
containers. In the middle of the room is a 
globe of pale blue pulsating with light, 
resting on a coral pedestal. Next to it is a 
large seat carved of coral 


The sphere is a Dragon Orb. A koalinth stands 
motionless in front of the orb, staring dumbly 
at the crystal, his jaw slack and drooling. 
Because of the sea dragons 3 approach, the orb 
has started pulsating. Zebu!ah is unaware of 
this new event. If the party warns him, he will 
understand the menace and immediately 
communicate the information to the sea elves 
in Istar. Zebulah fears that the King of the 
Deep has prepared a full scale attack on the 
city. 


9. ZeBulah's lounge 

If there are any wounded PCs recovering here 
they will awake weak and in a daze and here 
Zebulah leave. 

The glistening walls of this octagonal room 
softly reflect the light that glows, from a 
dozen rods. Three large couches occupy 
the center of the room, around a small lac¬ 
quered table. A strange gray growth covers 
the wall to the west. On the south wall is a 
small waterfall splashing into a large shell. 


If the PCs study the growth on the west wall, 
describe it as the two lips of some horrible 
fungi creature. Actually, the growth is made 
of two huge sponges acting as a doorway. Any¬ 
one can easily squeeze between the two 
sponges and exit into the corridor. Small pipes 
with running sea water keep the two huge 
sponges permanently wet. The couches in the 
center of the room are made of similar 
sponges. The sponge couches help keep the 
sea elves wet. The waterfall is used for bath¬ 
ing, 

10. meeting Apoletta ant> zeBuUh 

When the party approaches this area, warn 
the PCs that they hear voices. If they stop and 
listen, explain that the voices speak in a 
strange elvish language. Any elf character has 
a 50% chance of understanding each sentence 
spoken in the first boxed entry (see below). 
Non elves speaking elvish only have a 25% 
chance. If the party waits and listens, read the 
first boxed entry. Otherwise, read the second 
entry. 

Male voice: “No, 1 think they will be fine, 
but 1 still feel it was unwise to reveal our 
presence. You should have let them go on 
the raft, like you did with the others." 

Female voice: “Perhaps you are right, 
but these were so much unlike the others. 
There is something about them that dis¬ 
turbs me... and this impromptu arrival 1 
fear this has something to do with the sea 
dragons sighted in the south.’ 1 

Male voice: “It must be tied to the 
recent agitation of the King of the Deep. 
Raids are getting more frequent and no 
one so far has managed to enter his lair. We 
must find a way of getting through the 
passage...” 

Female voice whispering: “Shhh.,. 
Wait. I think I heard...KreeaQUEKH!" 
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Read the next entry if the party enters. 

On the opposite side of the room a dozen 
steps descend toward a small pool. A old 
man wearing red robes is kneeling toward 
the water, on the last step. He suddenly 
stands as a beautiful elven maiden disap¬ 
pears into the dark water. 


The old man is Zebuiah. He will wait for the 
party to come down, and finally reveal how 
they came to Istar, Zebuiah does not know a 
way out of Istar, however, he believes the 
answer could be found in the King of the 
Deep's lair. 

Later during the conversation, Apoletta 
emerges from the water and takes a part in the 
conversation. If she is warned of the war going 
on at the surface, and of the party's suspicion 
about a possible war in Istar, here under the 
sea, she will send a message to her kin and 
order armed forces to be raised. At the end of 
the conversation, another sea elf suddenly 
emerges into this area and warns Apoletta that 
koalinths have allied with the King of the 
Deep and are preparing to invade the city 

Zebuiah and the fair Apoletta are not 
schooled in war and are in desperate need of 
assistance in driving back evils brood. They 
will try their best to convince the PCs that 
their destiny brought them here. They have 
also heard of a dark haired land dweller who 
rides a dragon. Rumor says she is after some 
treasure in the mins of Istar, 

The strategy that is quickly developed is 
this. The enemy are very chaotic and are only 
held together by charismatic, powerful lead¬ 
ers. If those leaders can be eliminated, the 
forces of the Sea Elves can triumph. 

Apoletta then leaves the area to organize 
the defense of Istar. Zebuiah informs the party 
that the sea elves will attempt to lure the King 
of the Pit and his minions out of the pit, so 
that the party may reach their lair. Zebuiah 
thinks there must be a way of destroying the 
creature s secret life source in its absence, and 
of finding a way out of Istar, If the party 
refuses, he abandons them in his refuge. From 
there, the party will have to find a way out of 
the city by their own means (see Chapter V), If 
the party accepts, Zebuiah mentions the 
powers of the magic pool in area #5, and sug¬ 
gests the party let a band of dolphins help 
them move underwater. The dolphins will 
help the PCs reaching the entrance to the 
King of the Deep's lair 


11. the Old toweR 


The curtains open onto a large circular 
room. Three huge crystal windows have 
been placed in the walls, allowing the most 
incredible sight ever. Through the eerie 
green light filtering into the room, large 
silver fish can be seen swimming on the 
other side of the crystal panels, staring at 
the party with they Suddenly, they dash 
away into the darkness of the sea. 

In the center of the room is a large round 
table, carved of pink marble, with a tiny 
city built on it. At the center of the table is 
an ornate temple. On the side, written in 
common, are the following words: “Wel¬ 
come, O noble visitor, to our beautiful 
City. Welcome to the city beloved of the 
gods. Welcome, honored guest, to Istar." 


This tower is an ancient structure from the old 
city. It clings to the side of a cliff, overlooking 
a canyon that once was a street in Istar. There 
are no other exits. Where the ancient temple 
stands in the small city corresponds to the 
location of the Pit of Istar, 

A rune is engraved at the base of the win¬ 
dows, It is the same for all windows. If spoken 
by any spellcaster, the windows will fog up 
and show a scene occurring at some location 
around the city of Istar, Should the PCs ever 
cause this to happen, the scene appearing on 
the windows will show the arrival of the 
Koalinth army, lead by none other than 
Highmaster Toede. The scene will vanish after 
Id4 rounds. The rune will not function again 
for a week. 

While the scene of the marching koalinths 
appears on the windows, the party may ask 
any question about the army that could be 
answered by simply observing. For example, 
an observer could estimate the number of 
troop (however, the red waters are dark and 
more could be coming beyond sighting 
range), their armament, their leader, their 
direction, the type of troops, etc... The PCs 
are allowed one question per round per char¬ 
acter, until the scene fades. Then the answers 
the DM would give should remain vague and 
The exact information on the koalinth battal¬ 
ions can be found in Chapter V, in the roster 
sheets. 

As the party is busy observing the room and 
the scene, a dozen koalinth spies try to sur¬ 
prise the party. If more than half of the koaiin- 
ths are defeated, the others flee toward area 
#2. 



the pit of istaR 

If the BATTLESYSTEM™ rules version of the 
Battle in Istar is used, then this section will 
have to be played immediately before and 
concurrently to the beginning of the Battle of 
Istar. In this case, read Chapter V before play¬ 
ing this section. 

i. CoraI Cave 

The dolphins accompanying the party will 
leave the PCs here. 

The brilliant flashes from a multitude of 
small silver fish darting in and out of the 
weeds rivals the arrays of colors and shapes 
of the luxurious corals. Attracted by the 
light, tiny fish play around the visitors, 
some of them silently staring with their 
round eyes, others wildly dancing in the 
light and shadows. Two exits open on the 
opposite side of the cavern, between the 
jagged edges of coral. 


The party may notice bubbles rising out of the 
right coral wall of this cavern. On the other 
side is a giant sea slug. It used to be the mount 
of an elven lord and can obey simple orders, 
provided it is subdued again. 

One round after the party enters, the slug 
will break through the wall and attack with its 
acid spit. Each PC has a 10% chance of spot¬ 
ting a rotting elven saddle on its back. The 
slug will not follow if the party exits through 
one of the northern ways for it smells foul 
things dwelling beyond. If the party causes 
more than 50% damage to the slug it will 
retreat to the eastern corner, just below the 
large shaft. If the party keeps attacking, it will 
flee up the shaft. If someone tries to climb 
into the saddle, it is now subdued and will 
respond to elvish commands. It may be ridden 
to flee this place once the PCs quest is com¬ 
plete. 

The shaft opens on the central court of Istar, 
only a few hundred feet from the pit. 

2. Caveans of the hanqe5 men 

These two caverns are filled with seaweed of 
various types, including strangle weed. Each 
area contains 3 Strangle Weeds. 

The strangle weeds in the cavern next to 
area 3 hold the rotting body of a koalinth. 
When the party enters they hear delirious 
laughter and lamentations. A wraith will 
appear in ld4 rounds. It is the undead form of 
the koalinth. It will attempt to flee, hoping to 
lure the party away from the secret passage, if 
the party does not follow, it will surprise the 
party from the fronds a few rounds later. The 
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wraith can be kept at bay by brandishing a 
noose, 

The cavern to the northwest contains a 
secret passage leading to area 10. The secret 
panel can only be discovered if ail of the stran¬ 
gle weeds of this area are destroyed. By pull¬ 
ing on the dead strangle weeds, the secret 
panel will give way. 

3, hall of the Black manta 


This large cavern is covered with eerie 
plants. The large round plants let long 
purplish tentacles drift in the water. A fish 
quietly swims among them and nibbles at 
the translucent tentacles. Suddenly, a 
plant retracts al l of its tentacles in the blink 
of an eye. 


The plants are poisonous anemone. The fish 
swimming among them are immune to their 
poison. There ate 18 anemone among the cor¬ 
als in the cavern. They are located around the 
six entrances, in dusters of three. In the mid¬ 
dle of the cave is a hidden manta ray. 

When the party enters this cavern, the three 
anemone at the entrance will be retracted. 
Any character within 1 O' of the five other 
entrances will be attacked. The entrances are 
not visible unless a PC forces the anemone to 
retract their tentacles. Any attack which causes 
8 points of damage to the plants will be suffic¬ 
ient to force the tentacles back into the plant 
for ld4 round. 

If the manta ray is slain, a treasure will be 
found among the remains of many elves and 
koalinths in its nest, of 200 steel coins and a 
small map carved on a thin slate of coral. It 
depicts the area of the maelstrom shaft, and 
the ledge leading to the King of the Deep's 
lair (areas #12 and #13). It is marked “pit to 
heir in area #12 with an arrow to area #13, 
marked “Lair of the Twelve Beasts"* 

4, ochRG jellies Shaft 


This bleak cavern is devoid of life. A small 
shaft opens in the cavern's vault, leading 
up into darkness. 


Five ochre jelly dwell in this shaft leading up 
to Istar. They are 80% undetectable in the 
dark waters and -2 to be hit. They will not 
attack unless characters try to climb the shaft. 
It opens no more than 30 feet from the Pit of 
Istar. 

At the top of the shaft is the King of the 
Deep's lacedon legions and they will attack 
any climbing the shaft, but will not pursue 
them down the shaft. 


5, the invismle Ballet 


Light is reflected in this chamber in a mul¬ 
titude of colored beams; a scintillating 
spectacle. 


The walls of this cavern are covered with mul¬ 
ticolored crystals* The party’s light source is 
reflected in all directions* They are worthless 
stones. In the place dwell three large jellyfish. 
They are semi-translucent , making them 90% 
undetectable. The creatures will slowly swim 
toward the party and attack ld4 rounds after 
they entered. 

6. kail of the pit’s quaRtetjs 


This area has been carved from the stone of 
the cavern. In the middle stands a small 
altar, with two glowing rods. On the oppo¬ 
site side of the cavern is a large coral chest. 


This place is the lair of a spirit naga called Kaal 
of the Pit* Kaal is currently above fighting for 
the King of the Deep. Unless the party has 
already met and destroyed him in the Battle, 
he will return to this area within ld4 rounds if 
the party tampers with the coral chest. When 
Kaal arrives, it casts a phantasmal force to 
appear like a water naga, and then hails the 
party, Kaal will try to convince the party that 
he is a messenger of the elves and that they are 
requesting the party's help on the battlefield. 
He will claim that a certain Abookiddah and 
Sseipoolah (Apoletta and Zebulah said with 
the spies’ hobgoblin accent) have issued the 
order. 

If they fall for the trick, Kaal will escon the 
party to the cave of the black willow (area #3) 
or to the cave of the hanged men (area #2). It 
will choose that moment to attack the party, 
while pushing his opponents toward the 
deadly plants. 

If the party does not fall for the trick, Kaal 
will attempt to cast a lightning boh and 
retreat toward the pit (area #12), If it manages 
to reach it safely, Kaal will exit the through the 
pit and return to the battlefield. 

The chest has the power of warning its 
owner when it is open. It contains various 
unholy symbols and 10 diamonds, each worth 
100 steel coins . At the bottom of the chest is a 
thin nacre slate with strange words engraved 
on it. It is an aquatic version of a mage’s scroll, 
engraved with the runes to the following 
spells; darkness, scare, lightning bolt. 


7. Uce&ons’ Rec^eneRation ChamBCR 


The walls, floor and vault of this sinister 
cavern are covered with a black slime. No 
plant thrive here, but horrors that are 
vaguely human shapes hang head down 
from the vault, shivering and moaning. 


The King of the Deep uses this abysmal place 
to reform the bodies of its dead servants. The 
shapes, though disgusting, are inoffensive for 
four rounds. During that time, they are AGIO 
and can be destroyed with 6 points of damage 
to each shape. On the fifth round, the slimy 
black skin around each creature rips open and 
a regenerated lacedon falls out. There are 20 
such shapes hanging from the ceiling. If the 
cavern is empty when the lacedons are 
revived, they swim out the exit to area 8. If the 
party is visible when the lacedons are revived, 
the creatures immediately charge them, in an 
attempt to paralyze as many of them as possi¬ 
ble. This area is separated from cavern 8 with a 
thick coral door. 

8. Lacedons’ 6en 

When the party opens the door to area 8, 
they see a crowd of 96 lacedons, all kneeling 
around an impious and utterly ugly altar in 
the center of the cavern. All are bowing and 
groveling at the altar. A booming voice then 
comes from the altar M , ..now stand, my sons, 
for a new mission awaits Now has come the 
time to leave darkness and destroy all that 
lives in Istar. By right, it has been yours since 
the cataclysm! Come out and gather in the 
pit." 

All 96 creatures then stand up and leave the 
hall, swimming to area 11 and out through 
the pit. If the party intervenes, the swarm of 
undead will pursue them. However, the chase 
will last no more than 3 rounds (the King of 
the Deep then intervenes and orders the lace¬ 
dons up into the pit immediately; he has more 
urgent need of his troops). 

9* hall of the mosaics 


The center of this circular chamber opens 
on a large dark pit. The walls of this 
strange rooms seem to belong to a pre- 
cataclysm structure. Hundreds of mosaics 
represent scenes of Ancient Istar. 


If the party examines the scenes they will see 
that many have been defaced or destroyed. 
One particular mosaic, more recent and not as 
fine as the others, represents what must have 
been twelve minor priests of Istar. At the end 
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of the mosaic, a gigantic monster seems to 
leap from their heads. It has horrible tenta¬ 
cles, claws, pincers, and a repulsive mane. 

The pit in the center of the room contains 
thousands of bones, victims of the lacedons 
over the centuries of struggle for the city. The 
King of the Deep keeps them here to eventu¬ 
ally restock his reserves of undead creatures, 

A cotal door shuts the exit to area 8, It is 
possible to see area 8 through some interstices 
of corah 

TO. howwan’s Qravg 

In the middle of this cavern lies a large stone 
sarcophagus. This is the grave of an elven lord 
who died while attempting to defeat the King 
of the Deep, He was the owner of the giant 
slug in area #1. After slaying the lord, the 
monster ordered its minions to build him a 
grave. Then the King of the Deep enchanted 
the stones and called the lord's spirit from the 
dead. The elven lord is now a spectre, under 
the control of the monster. 

if the party has not yet met the spectre (sec 
Chapter 5), it comes out of the grave, and says 
“Fools.,. You have come to far into the 
demon's den and soon you will meet your 
death. I, once, undertook your mission, and 
now, I have been banned from the decency of 
a true death. Beware, for he..." Suddenly, the 
ghostly form twists, shrivels and moans in 
agony. The spectre now appears as an impres¬ 
sive monarch, neither a man nor elf, glowing 
in sparkling armor and brandishing a sword of 
light. The King of the Deep has taien control 
of Howwan and now adds “Come now my 
sons, come and join me. Your destiny lies not 
with the elves, but with the ultimate power. 
Abandon your foolish plan to destroy me. 
Come up the pit and lead my hordes for¬ 
ever. . ” 

Should the party he foolish enough to fob 
low the spectre up the shaft, they will have to 
fight the King of the Deep directly If the 
party attacks the spectre, the creature will 
attempt to flee in the direction of the pit (area 
#12). Should the party destroy the spectre, it 
will cry out “You have destroyed the King of 
the Deepf But all is not over yet, for I curse 
you alf and your descendents. My hordes are 
now free and will roam the undersea and tor¬ 
ment all life forever ;.The King of the Deep 
isn’t dead, but is trying to fool the party into 
believing they have succeeded their mission. 


I \. The Sea haqs T Oen 


Three green, horrible old women stand 
around a table upon which lies the remains 
of a dead dven warrior. On his face is an 
expression of terror. His leather armor has 
been torn open and his coral sword lies in a 
corner of the cavern. 

One of the hags utters a blood chilling 
shriek, and brandishes a thin wooden rod 
in her webbed hand. In a croaking voice 
she reads some runes on the side of the 
item and the wand produces a small flash 
of light followed by a lamentable fizz, and 
a few hubbies float up. The three creatures 
then burst out laughing with gut wrench¬ 
ing shrills. 


The three creatures are sea hags. They dragged 
a dead elven officer from the battlefield down 
to their den. They have found some coral 
coins and a wand of fire balls, which does not 
work under water. The creatures will not spot 
the PCs at the door. Shortly after their arrival, 
they will start fighting for the magic item . 
There are two exits to this cavern, one in the 
northwest leading to the northeast pass of 
Istar, several miles away. The second exit 
opens directly onto the Pit of Istar. The swirl¬ 
ing vortex can be easily seen from the party's 
position. 

12, The pa of istAR 


A huge whirlpool roars in the shaft. 
Despite the inhuman strength of the vor¬ 
tex, dark and sinister shapes can be seen 
swimming and slithering upward. On the 
south side of the pit is a narrow ledge that 
disappears behind the swirling mass water. 
Nothing can be seen beyond. 


About 120 feet above the pit is the King of the 
Deep, The party should be barely able to see 
its shape from their position. The silhouettes 
swimming up the center of funnel are lace- 
dons. 

The narrow ledge on the south side of the 
pit leads to area #13 (the lair of the King of the 
Deep). Each PC stepping on the ledge must 
make a Dex check to avoid being dragged 
away by the water current. Using spikes and 
ropes should give the PCs a + 2 bonus on their 
check. Characters loosing foot are pulled into 
the vortex (unless held by a rope), with a 90% 
chance of being thrown out of the pit. 1-100 
feet away from the King of the Deep, Other¬ 
wise, the victim is dragged into the plane of 
Abyss, and is considered lost. 



13. Uir of the king of the deep 

When the party gets to this point, assume that 
the Battle of Istar has just began (Game 
Round #3}- For each three melee rounds the 
party spends from there on, one Game Round 
elapses for the battle. 

Upon leaving the ledge, you enter the 
mouth of a huge cavern. On the northern 
side are twelve thrones. On each sits the 
petrified shape of a man. Each has glowing 
eyes and seems to be staring straight 
ahead. In the middle of the cave is a large 
depression, where a thick bed of dark algae 
grows. 


The petrified statues (see death statues in the 
Appendix) are the creators of rhe King of the 
Deep, The King of the Deep will immediately 
become aware of the party’s presence in its 
lair. It can control the death statues while 
commanding its troops on the battlefield. 
They wear priests’ armor covered with a thin 
coat of dust and lime. If t he party approaches 
within 20' of a death statue, all twelve will 
stand up and hurl their maces. The weapons 
will not be hampered by the water resistance 
because of their demonic nature. The death 
statues will keep on moving, trying to circle 
around the PCs and push them back out of the 
lair and into the pit. Any character that is 
blinded by their gaze will must make a Dex 
check at -4 if pushed back into the pit. 

en&mq ChapteR B 

Optional Ending #1: when playing the 
BATTLESYSTEM 7 " rules depicted in Chapter 
9, once the party has destroyed the creature of 
the deep, resume the remaining com hat on 
the playing surface, as per the combat rules. 
Optional Ending #2: if the 

BATTLESYSTEM rules aren't available to the 
DM, assume the elves win the Battle of Istar 
when the party manages to destroy the King 
of the Deep’s life force. If the party fails to 
destroy the creature, the sea elves loose the 
battle and flee Istar. In both case, the party 
should be able to leave through the tunnel 
(area #13). 
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ChapteR 9: the Battle of istaR 


This section deals with the Sea Elves' battle to 
defeat the monstrous King of the Deep and 
drive out evil from the ruins of sunken Istar. 
This battle may be played separately a s part of 
the adventure or even ignored If the battle is 
not played you should use the events as a 
background to the adventure. Several of the 
leaders may be used as foes encountered while 
exploring the ruins. 

the Battle Site 

The battle will take place in or above the old 
sunken city of Istar. The city extends to the 
table edges which represent the high moun¬ 
tain border surrounding Istar. 

The center court where the Temple of Istar 
once stood is now a large dark pit. Five ave¬ 
nues lead away from the place, crossing the 
city like narrow canyons through mountains. 
The buildings are a mass of ruins, rubble, 
mazes, and coral caves. 

The maelstrom at the heart of the Blood Sea 
rises from the bottomless pit of Istar. The pit is 
actually a minor gate to the plane of the 
Abyss, from which a demonic wind stirs the 
waters. The vortex created sucks waters from 
the surface down into the red valley of Istar 
where it then rushes out across the sea bed stir¬ 
ring up the red sands. 

The battle occurs at four different levels. 
Ground Level: (Street level) Troops can 
only maneuver in streets, or enter buildings. 
The strong current at street level reduces 
movement by - 3 * when travelling toward the 
pit or sideways to it, and adds + 3" if travel¬ 
ling away from it. 

Low Altirude: This is roof level, approxi¬ 
mately 30 feet above the ground level (I" in 
the BATTLESYSTEM™ rules). The troops can 
fight above the streets and the city without 
restriction, but they cannot sight a unit in a 
street (ground level) unless they arc above the 
street or within 1" of the street side. 

Medium Altitude: 120 feet above the 
ground level (4*)- No combat restrictions 
exist. All units are visible at any altitude, up 
to the limits of underwater sighting. 

High Altitude: 240 feet above ground 
level (8"), Due to strong currents and turbu¬ 
lence, all movement is halved at this altitude. 
All combats suffer a +5 Attack Rating (AR) 
penalty (-5 to hit in AD&D® rules). 

At higher altitudes, troops are caught by 
the maelstrom and swept 5d6 miles from the 
battle field. These troops take no damage and 
can later return after the battle has ended. 

High mountain ridges surround the battle 
site. Because of the strong water turbulence 
caused by the maelstrom, the mountains can 
only be crossed at high altitude through a few r 


passes and a secret tunnel. 

Settinq Up The playtnq Surface 

The battle should be played on a square sur¬ 
face, roughly seven feet by seven feet. Place 
the fold-up map from this module on the 
northeast corner of the table. Use regular two- 
inch-wide masking tape to mark the avenues 
leading away from the map. 

The areas between the avenues are ruined 
piles of buildings. The edges of the table rep¬ 
resent impassable mountains. 

Mark the three mountain passes leading to 
Istar with masking tape. They should be 
located in the northwest corner and on the 
west and south sides of the table. Do not mark 
the location of the secret tunnel on the east 
side of Istar. Do not show the Sea Rovers of the 
Reaches to the players yet, nor the attacking 
forces (except the hobgoblins). 


playinq pieces 

The following units are included in this mod¬ 
ule: South and North Mermen Tribes, Elven 
Watches I and II, The Lords of Istar, Swift 
Doom, 1st and 2nd Light Guards, the Sea 
Rovers of the Reaches, Night Hordes 1-4, the 
Death Squad, and the 1st Dragon Wing. 

Use the original BATTLE SYSTEM™ 
counters for the following units: 5th Sea Ser¬ 
pent Wing (use dragon counters), Wardens of 
Polish (use wyvern counters), Koaiinth Battal¬ 
ions A, B and C (use ore counters). For fish 
units, use the 1/2" blank counters. Use min¬ 
iatures for the Heroes and leaders. 

You must create your own battle rosters 
using monster stats and NPC cards, A list of 
the army units and their commanders is pro¬ 
vided below, Each commander may possess 
one magic item of the DM's choice. Kronn 
and Sea Elf leaders are mounted on sea horses. 


Army 

TYPE 

#FG 

AR Dmg (SM/L) 

Cm dr Special 

Sea Elves of Utar 
South & North Trb 

Reg/Inf 

10 

18 

Trd d6 + W}d4 

S3 

Hooked Nets* 

Elven Watch I&1I 

Reg/Inf 

10 

18 Trdd6 + HJd4 

S 4 

Hooked Nets* 

Dolphin Phalanx 

Reg/Fish 

10 

16 

Beak 2d4 

None 


Prickleback 

Reg/Fish 

12 

20 Spines d6( x 4) 

None Poison + 2 to AR of victim 

Lords of Istar 

Elite/Cav 

12 

15 

Lnc d6 + l/2d6 

Mm 2d4 

S5 

Sea Hotse mounts (HD 4; AC 7) 

Swift Doom 

Char/ Art 

5 

20 

Elf d6/dS ( x 3) 

S 6 

Maneuver: C; Harpoon (Hits 





Mm d4 ( x 2) 


at AC 10; Dmg 3d6) 

1st & 2nd Lt. Guard Reg/Art 

8 

16 

Swd d6/d8 

S 7 

Sea Horses (HD 3: AC 7; Dmg d4 + I) 

99 th Warpack 

Reg/Fish 

10 

18 

Beak 2d6 

None Swordfish 1 + l 

Sea Rovers 

Reg/Cav 

4 

21 

Trd d6 + 4 / 3d 4 + 3 

Rgr 9 Acid spit (d 12); Hooked Nets* 

Dragon Army Alliance 

1st S Dragon Wing Reg/Cav 

5 

19 

Bite 4d8 

D 1 

Scaly Command, Dragon Awe, Det Inv. 





Breath (26 HD) 



5th S. Serpent Wing Reg/Mst 

5 

17 

Bite d!0 + poison 

D 2 

Poison, save or lose 1 figure; Squeeze 





Squeeze 3d 12 


only 1 figure/serpent. 

Barracuda 

Reg/Fish 

8 

16 

Bite 2d4 

None 


Wardens of Pelish 

Reg/Fish 

6 

17 

Bite 3d4 Sting 2dl0 

None Paralysis, remove 1 wounded figure 

BataJlion A-C 

Reg/Inf 

18 

18 

Swd +1; Cbw 

D8 

-I to hit in daylight 

Death Squad 

Mob 

8 

16 

Dgt d4/d3 

D 5 

Fright, save vs Spell or + 2 to AR 

Night Horde #l-#4 Reg /Inf 

12 

16 

Claws 2d3 Bite ld6 

D 7 

Wounded figures save vs Para, or 







immobilized; No morale checks 


Horror Pack 

Reg/Fish 6 

I6i Tentacles dl0 


None Wounded figures save vs Poison ot die 


Name 

CL/LvJ 

Rank 

CB 


Name 

CL/Lvl 

Rank 


SI 

Apoletia 

F4/M6 Self Army Cmd 

+ 1 

Dl 

Gilde n tongue 

Aura k 

Brg Cmd 

+ 

S2 

Kronn 

F4/T5 Kdr 

Dp Unt Cm 

0 

D2 

Gurgiehorn 

Spectre 

DP Unt Cm 

D 

S3 

So. & No. Chfs Merman 

Unt Cmd 

0 

D3 

Kaal of the Pit 

Spirit Naga Hero 

0 

S4 

Cpts of Watch 

F5 SElf 

Unt Cmd 

0 

D4 

Howwan 

Ghost 

Hero 

0 

$5 

Lord Peseator 

F10 SElf 

Unt Cmd 

0 

D5 

King of the Deep Monster 

Brg Cmd 

0 

S6 

Zebulah 

M9 Hum 

Unt Cmd 

0 

D6 

Lord Toede 

F7 Hob 

Brg Cmd 

4; 

S7 

Guard Cmdr 

F8 SElf 

Unt Cmd 

0 

D7 

Shades of Istar 

Wraith 

He to 


* 1- 

-12 Immobolized; Dmg d2. 



D8 

Koaiinth Cpts 

Koaiinth 

Unt Cmd 
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Battle Strategy in Istar 

The party should have been alerted to the pre¬ 
carious nature of the alliance between the evil 
monsters of the deep, the Dragonarmies, and 
the sea hobgoblins. All the strength of these 
hordes lies with their leaders. If these are elim¬ 
inated or captured, their troops will flee, 
Gildentongue, disguised as Kitiara 
mounted on Darktide, commands the Drag- 
onarmy Brigade, including the 1st Sea Dragon 
Wing, 5th Sea Serpent Wing, 79th Barracuda 
Squadron and the Wardens of Pelish. 

Highmaster Toede, mounted on Hopsloth, 
commands the 9th Koalinth Brigade consist¬ 
ing of Battalions A, B, and C. 

The King of the Deep commands the Dark 
Hordes of Istar, including the Night Hordes, 
the Death Squad, and the Horror Pack, If the 
King of the Deep dies, the Horror Pack stops. 

The party's forces consist of two brigades: 
the Blue and Green Wings. Apoletta is the 
army commander of both brigades. There are 
no brigade commanders. 

The Blue Wing includes two merman units 
(the South and North Mermen Tribes), two 
sea elf units (the Elven Watches I & II), the 
Dolphin Phalanx, and the Prickle back School 
(see Appendix Section), 

The Green W'ing includes one unit of elite 
cavalry (The Lords of Istar), one unit of mobile 
artillery (the Swift Doom), two units of 
mounted archers (the 1st and 2nd Light 
Guards), and one fish unit (99th Warpack), 

Set-Up 

ORAQtmARmy alliance 

Set up the evil forces first. Koalinth Battalions 
B and C should be located within 10 " of the 
north mountain border, but no more than 20" 
away from the northwest pass. They can be at 
any altitude and in any formation. 

Koalinth Battalion A should be hidden 
anywhere inside a building 20" from the 
northwest comer of the playing surface. Once 
Battalion As position is determined, the DM 
should secretly choose the location of the 
entrance ro the building, within 6" of Battal¬ 
ion A. Toede and Battalion A know the loca¬ 
tion of that door. Keep the counters the 
hidden battalion off the table until they enter 
combat, Highmaster Toede may be with any 
battalion, in or out of the building. 

The DM should choose a secret location for 
the jellyfish unit. It should not be more than 
20" away from the pit. Keep all other counters 
off the playing surface. 


Sea elves of istar 

The Green Wing starts at the south edge of 
the battlefield, within 10" of the mountain 
border, but no more than 15 a from the south 
mountain pass. 

The Blue Wing should be set up within 15" 
of the west border, but no more than 5 " north 
of the west pass. 

Do not set-up the Sea Rovers of the Reaches 
on the battlefield yet. 

Battle timetABle 

Game Round 1: Toede s Koalinth Battalions 
B and C move toward the elves positions from 
the northwest side of Istar. He tries to sur¬ 
round one unit from the Blue Wing. If the 
battle goes awry, Highmaster Toede becomes 
an independent Hero figure. 

Game Round 2: The King of the Deep is hid¬ 
den in the Pit and casts darkness , 5 * radius 
about the pit. 

Game Round 3: The King of the Deep exits 
the pit, remaining within the darkness Night 
Hordes I and 2 exit the pit and move out of 
the dark sphere. 

Game Round 4: Two more lacedon units 
move out of the pit (Night Hordes 3 and 4). 
Game Round 5: The Death Squad exits the pit. 
Game Round 6: Gildentongue's Dragon- 
army Brigade arrives at high altitude through 
the south pass. 

A messenger from the Reaches informs the 
party that the Sea Rovers is coming to help. 
The players decide through which pass the Sea 
Rovers enter Istar. 

Gildentongue may delay his Sea Dragon 
Wing one turn so that they may enter Istar 
through a secret tunnel on the east side of the 
city, Gurglehom controls the rest of the bri¬ 
gade, Darktide and Gildentongue always use 
invisibility before entering Istar, 

Game Round 7: The Sea Rovers of the 
Reaches enter Istar. If applicable, Gildenton¬ 
gue enters Istar from the east at medium alti¬ 
tude, with the 1st Sea Dragon Wing through 
the secret tunnel. Destroyed lacedon or 
koalinth units start returning from the pit. 

The pit of I star 

The pit is an utterly evil place, controlled by a 
quasi-divine creature that calls itself the King 
of the Deep, This horrid, gigantic monster has 
the power to recall the spirit of weak creatures 
destroyed on the battlefield, and reform them 
into undead hordes in the pit. 

Starting on Game Round 7, if the King of 
the Deep still lives, destroyed lacedon or 
koalinth reform into a new unit (12 figures) of 


lacedons and move out of the pit. This occurs 
every two rounds, until the King of the Deep 
is eliminated. Destroyed units may be 
reformed more than once. If there are not 
enough destroyed figures available to reform a 
full unit, the King of the Deep must svait for 
more casualties. 

Every time lacedons or koalinths are killed 
on the battlefield, the DM should indicate to 
the players that the destroyed corpses dissolve. 
Eventually, the DM should describe the 
returned forces as scarred undead versions of 
forces already destroyed The King of the 
Deep may control no more than seven units of 
lacedons, one of sea hags, and one of Heroes. 

From High Altitude to Ground Level, the 
bottom of the maelstrom turns into a narrow 
water funnel spiraling down into the Pit of 
Istar. All movement rates within a 3 " radius of 
the pit are halved and the charge bonuses 
(including double damage) are negated. If a 
unit attacks creatures over the pit from above, 
treat as if charging, due to the strong current. 
However, each figure involved in this diving 
attack must save vs, spell or be dispersed at the 
end of the game round. On the next round, 
reform the units 30" away from the pit, in a 
random direction. Cavalry saves at +2, fish 
units at +4, and chariots at -2. 

the kinq of the Oeep 

This quasi-divine creature controls the Dark 
Hordes of Istar. When it comes out of the pit, 
it remains at Medium Altitude, It will not 
move away from the pit. 

Thanks to its inhuman Intelligence, the 
King of the Deep has unlimited telepathic 
control over all the creatures of the pit. In 
BATTLESYSTEM™ rules terms, it can act as an 
army commander and unit commander for 
every one of its units. The creature also con¬ 
trols any of its Heroes, provided they remain 
within the limits of Istar, If the party used ESP 
on such creatures, they would actually touch 
the King's unearthly mind. 

As long as the King of the Deep remains 
above the pit, it can reform undead units. 
When it is destroyed, all the undead vanish. 

fish unit ReinfoRcements 

At the beginning of each movement phase, a 
destroyed fish unit has a 25% chance of being 
replaced. This rule docs not apply to the Hor¬ 
ror Pack or the Warden of Pelish, These rein¬ 
forcement enter the battlefield at high 
altitude through one of the mountain passes 
(roll IdG: 1-2 = northwest; 3-4 = west; 5-6 
= south). 
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ChapteR 9 Battle StRateqy 



Qoals anft Objectives 
ORaqonaRmy alliance 

Gildentongue and Toede's goal is to capture 
the party. The King of the Deep's objective is 
to annihilate all the Sea Elves and mermen, 
and to prevent the party from entering the 
pit. At the bottom is the creature's bane. If it 
is destroyed, the King of the Deep dies. 

Sea elves of IstaR 

Apoletta’s plan is to taunt the King away from 
the pit. She wants it to come away so that the 
party may enter the pit through one of the 
many tunnels. 

The patty's mission is to get to the pit and 
destroy the receptacle holding the King of the 
Deep’s spirit. The elves do not think their 
army is strong enough to hold against the 
Dragonarmies. They hope that the King of 
the Deep’s death will disperse the monsters of 
the pit so that the elves can triumph. 

The elven army's mission is to destroy the 
koalinths and then face the monster of the pit, 
possibly attacking it to keep its attention away 
from the pit. Once the menace of the pit is 
reduced, they will fight the coming Dragon 
Wing. If the players think about it, sentries 
can be posted at the passes, In this case, the 
arrival of the Dragon army should be revealed 
one round in advance. 

Upon the PCs' return to the battlefield, the 
elves will instruct them to seek the leader of 
the Dragonarmy and destroy him . If Gurgle- 
horn is destroyed while in command of his 
part of the Dragonarmy, then that part flees 
the battlefield. !f Gildentongue is destroyed, 
then the entire Dragonarmy flees. 

Prior to the party's departure, the sea elves 
will advise them that it will be safest to travel 
through the buildings. Each PC has been 
given a w-ater whistle to call dolphins. The PCs 
may use them to send messages or to move 
faster through the water and attack enemies at 
higher altitude. The party's movement in the 
buildings or on the battlefield is 16" per 
round with the dolphins and 6" without. 

Sea elven cavalry units and chariots are not 
immune to the lacedon's paralysis, due to the 
fact that their steeds are not resistant to the 
undead's poison. 

Swift Doom: this is a chariot unit fitted 
with ballistae. Each chariot is pulled by two 
giant hippocampi, and has a crew of three sea 
elves to guide the hippocampi and fire the 
ballista. The chariots have large fins on the 
side which act as stabilizers. 

This unit may use Split-FiFe [ 10,5 J and 
Pass-Through Fire [10.6] BATTLESY5TEM™ 


rules options with its ballistae. However it 
should be clear that the chariots cannot charge 
into another unit and split-fire during the 
same game round. If the unit has been using 
split-fire, it must spend one round to reload. 

Zebulah rides in one of the chariots. If at 
the beginning of the round he becomes a 
Hero, he may cast spells as his chariot moves. 

Extra Playing Pieces: for the DM’s conven¬ 
ience, more playing pieces are given on the 
counters sheet than are needed for play, nota¬ 
bly extra Sea Elves and mermen, and four sea 
slug cavalry counters. These are not originally 
included in the battle rosters, but they may be 
used to replace lost counters or as reinforce¬ 
ments if the DM feds the players lack experi¬ 
ence in this type of battle. 

The sea slug cavalry are Sea Elf rangers 
mounted on sea slugs. This unit's rangers have 
all abilities and bonuses described for normal 
rangers. They gain a -5 bonus to AR when 
attacking hobgoblins. 

The units commander always fights as part 
of the force. Use the same scores as Riverwind. 
The unit will only enter the battlefield 
through one of the passes, only after the sea 
dragons have entered. The players may hold 
off the rangers' arrival as long as they want, 
without penalty. The rangers could be used to 
help the party escape from the city, should the 
elves lose the battle. 

The sea slugs swim at 12" per round. 
Although they are slow compared to other sea 
creatures, they resist fatigue better. During 
the battle, the sea slugs can force march with a 
-2 bonus to their ML checks, 

dRaqonaRmy Alliance 

Night Hordes: The lacedons are not affected 
by dragonawe or the King of the Deep’s roar. 
The lacedons do not check morale for losing 
troops. 

Death Squad: The sea hags are not undead 
and the King of the Deep's roar will affect 
them. The sea hags roll for morale as normal 
unit. The death squad is a mob unit. 

1st Sea Dragon Wing: This unit is com¬ 
posed solely of dragons. These dragons must 
remain as one unit. 

Their natural leader is Darktide, an old sea 
dragon. Darktide has agreed to fight with 
Gildentongue to rid Istar of the Sea Elves and 
steal their treasures. However, if Gildenton¬ 
gue is destroyed, he will retreat. Darktide can 
cast invisibility twice per day, and ESP at will. 
All the sea dragons can use Scaly Command 
(see Special Rules) and radiate dragonawe* 

Highmaster Toede: The hobgoblin does not 
normally breathe water. He wears a perma¬ 
nent airy warer spell around his head. Until 


dispelled, Toede's bubble will enable him to 
breathe and talk normally. Without the bub¬ 
ble, Toede will immediately drink his potion 
of water breathing and attempt to swim to the 
surface with or without his mount. Hops loth. 

Kaal of the Fit, and Howwan: These two 
creatures are Heroes under the mental control 
of the King of the Deep, Their first task is to 
seek out the party and destroy them. Howwan 
and Kaal of the Pit will remain together until 
the end of the battle. 

Do not place the two creatures in one spe¬ 
cific location at the beginning of the battle. 
Instead, if all the PCs are together inside the 
buildings, there is a 10% chance of meeting 
them each Game Round. If at the beginning 
of Game Round 6 the PCs are out of the 
buildings, or scattered, The King of the Deep 
will instruct the two creatures to act as inde¬ 
pendent Heroes. The two monsters may be 
located anywhere within 20" from the Pit. 
Their mission is to attack elven leaders or 
Heroes whenever possible, or to cause the 
elven troops to roll morale checks, using their 
special abilities. If the leader of a unit does not 
face Howwan as a Hero, the troops are faced 
with a foe they cannot harm, 

en&inq the Battle of Istar 

If the elven army wins the battle, they will 
realize the importance of forming a potent 
undersea army to deal with the growing Drag¬ 
on army's menace in their world. The party is 
acclaimed to be Heroes and may stay as long as 
they like (sec Event 48, "Leave Taking ”). 

Lf the elven armies lose the battle, remnants 
flee to warn the other undersea nations. This will 
cause the creatures of the sea to build up their 
forces to ensure the dragons do not take over 
their world. As far as the party is concerned they 
have two ways of leaving Istar. PCs who were 
with elven troops should be allowed to flee 
through one of the mountain passes. Otherw ise 
the party may hide in the buildings and eventu¬ 
ally discover a way into the secret tunnel leaving 
Istar to the east. Later, fugitive troops from Istar 
should meet the party and help them back to 
any coast around the Blood Sea of Istar. 

Special unPeRSCA Rules 
Sea movement 

All PCs move at ground level unless they have 
inherent magical or swimming abilities. 
BATTLESYSTEM™ rule [ 15.1] applies only to 
chariots. Creatures with inherent swimming 
abilities can change altitude or turn without 
penalty. Heavy equipment like chariots have a 
Maneuverability Class of C. 
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To change altitude, the moving unit must 
deduct the difference in altitudes from its 
movement allowance. There is no penalty or 
bonus for going up or down. 

By-Pass Movements: Within the same alti¬ 
tude range (ground, low, medium or high 
level), one unit of small or human sized crea¬ 
tures can attempt to swim past another of that 
same size, either right under it or above it. By¬ 
pass movement cannot be used over or under 
large creatures, or a unit in double formation 
(see combat rules). 

The by-passed unit may intercept the by- 
passer, Roll initiative for the two units, if the 
by-passed unit gains initiative, melee occurs, 
otherwise the passing unit swims past. 

Movement Inside Buildings: All the build¬ 
ings are interconnected, so hidden unit or 
Hero movement is possible. The DM will have 
to monitor this. 

At any location a unit or Hero has a 25% 
chance of finding a doorway When a door is 
located, mark the location. If there is no door, 
the unit or Hero must move at least 6" away, 
before it can try again. Doors can be searched for 
at ground level or on building roofs (low ald- 
tude). There is a 10% chance that a unit inside a 
building can find a tunnel that crosses beneath 
an avenue. If no tunnel is found the unit must 
move at least 12" before searching again. 

It takes one full round for a unit to enter a 
building. The movement rate in buildings is 
9" for all units. To exit, the unit must find 
another door. 

The round the unit exits into a street, it is in 
broken formation (just like rallying from a 
rout). On the next turn it can adopt a combat 
formation and move, 

A unit that entered a building may barri¬ 
cade the entrance, provided it stays at the 
entrance for at least two rounds. To break in 
only has a 15% cumulative chance of success 
per round. No combat can occur inside the 
buildings except for Hero battles. Chariots 
and cavalry cannot enter buildings. The same 
applies to large monsters such as sea serpents, 
sea dragons and the King of the Deep, 
Hopsloth can crawl into the passages but 
fights at -3 to hit inside. 

fORITIAtlOnS 

Ignore rule [15.2] on Formations for creatures 
with inherent swimming abilities. Shield Wall 
formation [11.6] still applies, but Set Spears/ 
Pikes [11.7] is no longer possible, unless the 
unit is at ground level 

Double Formation: This new formation is 
only possible underwater and with troops 
trained to fight in an aquatic environment. 

A double formation means the troops form 



a vertical defense rather than a defense in 
depth. The troops are positioned one atop the 
other, rather than one behind the other, 

A double formation may be either in open 
or dosed configuration. To pass from a regular 
closed or open formation to a double forma¬ 
tion, the unit must spend 1/3 of its move¬ 
ment allowance. The double formation 
prevents other units from swimming past. The 
double formation also enables both layers of 
figures to attack a regular formation unit, thus 
doubling the attacker's damage potential in 
melee. Only two figures can be stacked. 

Sighting 

Light in Istar is very poor. The party's vision is 
limited to 6", either with a magical light 
source or with infravision. Within buildings, 
the party has normal sighting ranges. 

All of the underwater creatures have a 
sighting range of 20 ", This is due to their keen 
hearing, smell, and sensitivity to vibrations. 
This is especially important when dealing with 
dragons: a sea unit cannot see a dragon at 
more than 20" and therefore is not yet 
affected by the dragons we. 

Troops that are out of sighting range can be 
spotted as a vague moving mass. Only the 
importance of the mass can be estimated. The 
exact troop numbers, their type and arma¬ 
ment can only be determined within sighting 
range. When troops entering the battlefield 
are out of sight of all the players’ units, just 
tell the players the location of an unidentified 
mass. Place a few counters on the table to indi¬ 
cate the shape of the unidentified unit. 

Spell Casting 

Spell casting underwater is significantly modi¬ 
fied. Rules are defined in the DMG t page 56), 
Any spell casting by underwater creatures is 
limited to a 20" range. 

Conrmat 

The bonus for attacking a unit from above still 
applies in the water, but missile-using units 
should not treat short range as medium or 
medium as long. 

Creatures with fins do not qualify as crea¬ 
tures with wings and thus should not be 
forced to land if damaged. 

Bombing [15.4] is inefficient unless using 
harpoons, nets, or javelins. 

fish Units 

Fish units are considered autonomous: They 
do not require a commander and do not qual¬ 
ify for the -1 combat bonus for a commander 
fighting as part of the unit. Fish units have an 


instinctive self command. 

Once a player decides which unit to attack 
with the fish, the unit must continue attack¬ 
ing until the target or the fish are destroyed, 
or until the fish fail their morale check. If the 
defender flees, the fish will pursue them. 

Figure bases for normal fish units should be 
the ones used for small creatures (1/2 "). Pro¬ 
vision must be made for uncommon shapes 
and sizes offish, however. The manta rays, for 
example, would require a large base size 
because of their huge wings. 

Scaly Command 

Sea dragons have the ability to control nor¬ 
mal fish within a 2D" radius. Any fish unit 
that comes within this range must immedi¬ 
ately make a Discipline Check, If it succeeds, 
the fish unit turns away and remains out of the 
20" range. If the Discipline Check fails, the 
fish unit comes under the control of the sea 
dragon. (Fish units must make one Discipline 
Check per individual dragon every time they 
are in range). 

This power is limited against the dolphins 
which arc mammals father than fish svith 
scales. Dolphins will automatically save 
against the dragons' powers but will seek to 
stay away as other fish. 

dtiAQonawe 

The awe of the dragon only affects those who 
can see the dragon. 

Units that are forced to make a Morale 
Check due to the dragonawe must only make 
one check per individual dragon for the entire 
battle. Once a unit saves versus a certain 
dragon, it need not check its Morale again, 
Mark on the unit's roster against which 
dragons the unit has successfully saved, 

UnbeRWAt en nets 

Some units wield hooked nets. Roll for dam¬ 
age normally, but instead of removing casual¬ 
ties from a unit, treat the affected figures as 
immobilized. One humanoid figure can free 
another in two rounds if it does nothing else. 
Any trapped figures have a 10% chance per 
round to free themselves. 

The hooks cause 1 HD damage per trapped 
figure. While trapped, figures are considered 
AC 10 and cannot fight. 

The net can only be used against figures at 
the same level (must be touching the 
attacker), or against figures directly below the 
attacker. Each unit has one set of nets. Once 
this attack has been performed, they are gone. 
Throwing or dropping a net is considered a 
missile attack, but it can be used in melee. 
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event 44: leave takmq 

If the sea elves were victorious they will praise 
the PCs as heroes and throw a grand party of 
the generals, feasting on strange dishes of the 
deep. The PCs may stay as long as they like, 
but the rumors should motivate them to move 
on. The elves will aid the PCs to gain any 
needed supplies. Apoletta gives them a carved 
shell with a pledge of alliance to the leaders of 
the free nations. 

If the elves lose, scouts will find the fleeing 
PCs and take them to the elf leaders in exile. 
These leaders feel the PCs failed their duty, 
but have a debt of honor they will fulfill by 
aiding them to return to the Land. 

Elven scouts have learned several things 
that might prove of interest to the heroes. 

—The body of the master of the Koalinths 
could not be found after the battle. 

—The dolphins report that the PCs friends 
were 11 rescued” by the Reaver. The villain 
fed her crew to the fish, 

—Fish report a strange man with a glowing 
stone in his chest who walked beneath the 
waves. The fish were frightened by the 
strange creature or would have turned him 
from his path which lead straight to the 
shore of Mithas, isle of the bullmen! 

—And good news their craft did not sink, but 
was flung out of the maelstrom and was last 
seen drifting toward Kanhay. The heroes 
must decide where they will go. 

There are two ways you may get the PCs to 
their goal. First, you may allow them to jour¬ 
ney undersea crossing volcanic mountain 
ranges and mud flats, over trenches, through 
kelp jungles and up coral reefs. You will have 
to create any adventures they have on the way 
there. Or several of the Dargoncsti in dolphin 
form may carry the heroes to the shore of their 
desire. 

event 45: piRAte hold 

At the pirate port of Kalpethis (42), the 
heroes are welcomed with awe at their tale of 
marvel. They will be brought drinks and dry 
clothes. If the PCs mention Maquesta ot the 
Perechon, there will be chuckling, and some 
will note that she 41 be glad at word of their 
arrival. The pirates will escort them to her, 
Maquesta is in a building dug into the cliff 
face. With her are Fritz and a badly beaten 
Kof (half hit points). Maq will look up in sur¬ 
prise with a half grin. Then with a snarl she 
will spring at them and throw them aside, but 
with a guffaw, the door will be slammed, 
locking all into the room with her. 

After some biting remarks, Maq will calm 
down and explain what has happened. Her 


rivalry with Mandracore has come to a head. 
But he made a mistake in bringing his prize 
back to Kothas to show off before he killed 
them. She has strong allies in town, and Man¬ 
dracore had been forced to agree to a Trial by 
Arms if Maq could find some champions in 
seven days. Her time was about up and none 
of her allies has been willing to commit. 

The heroes look like they are being forced 
into the role. The rules are simple. Two equal 
teams of six or more are assembled. They enter 
a ruined town cupped in a narrow valley from 
opposite sides. The winner is the one who 
walks out alive. There is added spice to this 
game, if Maquesta wins she becomes the new 
chieftain of the pirates. However, she expects 
Mandracore to cheat, now that he must fight. 
The heroes will be allowed any gear they own 
except magical wands. 

The Battlefield: You should create the bat¬ 
tle site using the outdoor ruins or city 
geomorphs. Next place these eight encounters 
somewhere on the map: 

1) 6 covered pits (10* deep; Dmg ld6) 

2) 2 crumbling walls (may push over; Dmg 
2d6 if fail to save vs Petrify) 

3) 1 chasm (20' deep, bridged by a log) 

4) 1 geyser (erupts every 2nd turn; Dmg 2d6) 

5) 1 dust cloud (10x10 yards; explodes when 
ignited; Dmg 3d6) 

6) 1 patch of oil (30x10 yards) 

Both teams may discover these features 
while exploring during the battle. 

The Foes: Mandracore *s team will seem 
equal in size to the party's but he will cheat 
and has planted several reinforcements. 
Mandracore—see NPC card 
Karllung—Illusionist, use Wizard NPC 
card 

Slig Champion 

2 Ogre Chieftains 

The rest are Pirate Warriors. 

There are 3 Warriors and a Spotted Lion 
already hiding in the ruins. Also in the area 
are 4 minotaurs, who are fighting because 
they are fearful of Mandracore but may be 
convinced to betray him. 

Foes’ Tactics: Mandracore's philosophy is 
to divide and conquer, using the chasm or the 
crumbling wall to split up the party. His team 
can use 3 secret doors, placed before play. 
Mandracore will use decoy and ambush. He 
may even have Karl use his [improved phan¬ 
tasmal force] to make the PCs think they have 
defeated all of his forces. 

Special Rules: To climb onto roofs or into 
building rafters requires a Dex check. To hide 
successfully requires a Wis check. 

If the party should win Maquesta is 
awarded the chieftainship and her allies will 
flock to crew her new ship. Should Maquesta 


hear of the Perechon or Berem, she will want 
to set out immediately to rescue them, insist¬ 
ing on a raid on Mithas first, as she hears Len- 
dle is also there, 

event 46: Welcome to mithas 

This event may be played two ways: one if the 
PCs travel here directly, and a second if Maq 
brought them from Kothas. 

It should be clear to the PCs that they are 
entering unfriendly territory and cannot just 
expect to walk in and have their demands 
met. Their best bet is to sneak into town 
under the cover of night. 

If the PCs try to sneak into town they can 
grab a human slave or a minotaur guard to try 
and gain information on the whereabouts of 
their friends. The character will either be terri¬ 
fied or defiant but the information that they 
might find them in the gladiator pits of the 
Arena may be gained. 

The Arena is guarded by many minotaurs. 
Eventually an alarm will be sounded and they 
will face the minotaur patrols below. 

If they walk into town, have a patrol of 10 
minotaurs try to arrest them, with 8 more 
arriving each turn after a fight starts. They will 
use nets to capture characters. Anyone 
arrested will be striped of their gear and taken 
before Chieftain Chot, 

Chot Es-Kalin is the chieftain of the mino¬ 
taurs, see his NPC card. At his court are a 
squad of 12 Baaz, 8 Bozak and an Aurak 
leader (Gildentongue if still alive) who arc- 
negotiating further details of an alliance. Also 
his own bodyguard of 8 minotaurs. 

Chot will ask what their mission is. If PCs 
tell him, he will note that though he usually 
doesn't deal with humans, he is a sporting sort 
and would be willing to give them what they 
want if they can succeed at a little contest he 
has in mind If they refuse, he will relegate the 
weaker PCs to being slaves and the stronger 
ones to the Arena. 

The Aurak will be smooth tongued and 
glib, chuckling at the heroes fate, but whis¬ 
pering to Chot that he should not underesti¬ 
mate them. 

A patrol of 16 draconians, led by a mino¬ 
taur will take the PCs off to prison for the eve¬ 
ning. As the heroes are herded into their cell, 
one of the Bozak will wink at them and hiss 
that they never can tell who their friends 
might be. 

event 47: Reunited 

In the cell already is Lendle Chafka, his nose 
red from a bad cold. If Maq did not bring the 
PCs, she and Fritzon are also prisoners here. 
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Maq will share the story how she, with the 
help of some allies defeated the Reaver. Then 
she sailed here with a new crew, Kof and Fritz 
to rescue Lendle and Berem. Unfortunately 
she ran into a bit of bad luck. Kof is on the 
ship anchored in a hidden cove. 

Berem is not here. Lendle tells a long story 
of how he was fished out of the sea by mino- 
taurs and brought here as a slave. Berem was 
already here somehow. He seemed to get 
buddy-buddy with a draconian and concocted 
some tale of knowing the way to a fabulous 
treasure on ruined Karthay, The minotaurs 
bought the tale and hauled Berem off to lead 
them to it. 

While the party is comparing stories, there 
is a commotion at the door. The door opens 
and a minotaur guard hauls a veiled lady in 
hissing and spitting at him, swearing in 
Solamnia. Next a tall quiet man is roughly 
shoved in. He goes to the lady and tries to 
hold her back. The Aurak peers in the door 
and hisses, 44 Your fate shall be the same as 
these wretches Lady.” Then the door is closed. 

These two are the Lady Lengstrien and the 
Blue Wizard, They will at first be haughty and 
unapproachable, but as the evening wears on 
the Wizard will apologize for his Lady and will 
talk with them. See the NPC cards. 

The night will pass uneventfully. There is 
no chance for escape for the door is triple 
barred from the outside, 

event 48; maze of death 

The next morning all the prisoners are fed a 
breakfast of gruel and then they ate led off to 
the Arena. Lendle is separated from the 
group, 

A haughty Chot explains the rules of the 
contest. He shows them Lendle hanging above 
a spiked pit by a rope tied around his hands 
overhead, Chot holds a snarling rat by the 
scruff of his neck. What he is going to do is 
drip pig blood on the rope where it is tied to a 
post and then set the rat free. He figures they 
have about 30 rounds to make it through his 
little trapped maze and grab the rope before it 
is gnawed through. If the PCs succeed, they 
will gain their freedom, if they fail, their fate 
will be the same as Lendle’s. He will start the 
contest with a trumpet blast. Lendle looks 
very desperate, 

A squad of draconians will lead the PCs 
down some stairs and to the start of the hid¬ 
den maze. They are handed a half hour glass. 
Just before they are locked in, one Bozak will 
whisper to a PC that he left them some weap¬ 
ons inside. The PCs will find all their gear 
piled at the start of the maze. 

The characters have 3 rounds to get ready 


and actually have 35 rounds to complete the 
obstacle course that lies before them. Lady 
Lengstrien and the Wizard are left with them 
and will help them win or lose despite their 
own motives. The course has 8 obstacles. 

1. Blades: Three blades scythe across the 
corridor ahead (Dmg ld8). Their swing is syn- 
chronized every 2 rounds. PCs may either run 
past in groups of 3 making Dex checks. Or the 
blades may be jammed. On the other side is a 
lever that will stop them for 1 round. 

2. juggernaut: In the 200 yard long hall 
beyond is a spiked bridge over a pool of acid. 
A living juggernaut rolls out of a secret room 
behind them (HD 20; AC 0; MV 9*; THAC0 
10; Dmg 3d(S; hp 100), As the juggernaut 
chases the party, the bridge slowly raises on 
their side. To leap the bridge across the 10 s 
pool takes a Dex check. The acid damage - 
ld8/round. Or someone may leap onto the 
juggernaut (Dex check -2 and blind the crea¬ 
ture which will crash into the pit and then may 
be used as a bridge. 

3. Chimney: Here is a narrow 50' tall rock 
chimney that must be climbed (Dex checks). 
Only l character per round can climb the 
chimney, 

3- Shaft: Here is a narrow 30' deep shaft. 
To climb down requires a Dex check per per¬ 
son and takes a round each. The room below 
holds 5' of water and may be jumped down 
into for only ld6 points of damage (2d6 if a 
Dex check is failed. Four characters can jump 
down each round. 

4. Flooding Room: When the false door to 
the pool chamber is tried, it will begin to 
flood with water. There is a sealed trapdoor 
under the water that may be opened with a 
total of 25 Str points* Swimming PCs must 
make Con checks each round or suffer \d6 
points of damage, 

5. Shark Pool: When the trapdoor is 
opened everyone will be sucked down a sluice 
that spins and turns for I round and empties 
into a 50 4 wide pool. PCs must make Con 
checks or will be stunned for 1 round. There 
are 2 bullsharks in the pool, A passage leaves 
the room from a ledge on the opposite side, 

6. Missiles: Up a flight of stairs is a room 
with a checkerboard pattern. There are holes 
in the right wall. Each of the black spaces in 
the first row will trigger 6 arrows to be fired 
(THACO 12; Dmg ld6). The rest of the spaces 
are clear, but every space in the last row will 
also fire 6 arrows. The spaces are 5 s wide and 
may be leapt with a Dex check. 

7. Chasm: Time should be almost up. The 
party's path is blocked by a 15' wide chasm. A 
rope is tied to the base of a pole on each side. 
It takes 3 rounds to cross the rope, or this end 
may be raised and a character could slide to 


the other end in 1 round, 

8. Last Dash: About 100 yards lie between 
the edge of the chasm to Lendle, it takes 1 
round to cross. If the PCs are too slow. Lendle 
falls but manages to grab onto the edge for 3 
rounds. The pit damage = 5d6. 

Chot will be pleased with the heroes’ vic¬ 
tory, and with a nasty chortle inform them 
once all have arrived that they will make excel¬ 
lent gladiators for future battles in the Arena. 
He has no intentions to let them go. 

At this point a Bozak steps forward and pro¬ 
tests that this is unfair, the PCs won, Chot and 
his guard of 8 minotaurs, 3 Baaz and the 
Aurak, will be bemused, laughing at the crea¬ 
ture s foolishness. To everyone's dismay the 
Bozak seems Indignant and says that he 
guesses he’ll just have to take actions into his 
own hands. To everyone’s amazement he 
undergoes a transformation into the bronze 
dragon Clarion and attacks. 

In the following chaos or after the battle the 
heroes may flee to the safety of Maq’s boat. 
The lady and her wizard will be anxious to go 
with them. You will have to create any 
encounters they will face in their flight. Clar¬ 
ion should escape after he has made sure that 
the PCs get away. 

From here the heroes journey should lead 
them to Karthay and the first event of the next 
chapter. You may use a sea event on the way 
there. 
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ChapteR 11: a hi66en Refuge 


event 49: the Wteeck of the pepe- 
chon 


Riding at anchor in the bay is one of the 
small, swift galleys used by minotaurs. It 
appears to be crewless, and several long¬ 
boats pulled up on the shore seem to con¬ 
firm this. 

Resting on a sandbar, listing to one side 
is the Perechon, its hull is unbreached. 
Only shattered shafts remain of its two 
masts. It looks salvageable with a little 
effort. 


If the PCs had the sea elves bring them to Kar- 
thay, they will see Maquesta's borrowed ship 
sail into the harbor. With her will be Fritz, 
Kof and Lendle, plus Lady Lengstrien and the 
Blue Wizard. Maq can share the tale of slaying 
Capt. Mandracore and becoming chief of the 
pirates, Event 49, She will also note found in 
Event 49. She rescued Lendle and his two fel¬ 
low prisoners from the minotaurs. 

If the PCs first visited Mi t has and rescued 
Lendle, the Lady and the Wizard, they will 
meet Maq, Fritz, and Kof here having fol¬ 
lowed a mysterious minotaur galley heading 
north. 

There is no one on the minotaur ship. A 
trail seems to lead in land. 

event 50: mqht fines 

After a day's journey this encounter occurs. 

About evening of the first day, you sight 
some campfires. Approaching cautiously, 
you find a minotaur camp. Sailcloth tents 
have been built as shelter from the wind 
and fires are ringed with stone. The mino¬ 
taurs become uneasy as the evening dark¬ 
ens. 


This camp has 13 minotaur, though the full 
number is not readily apparent. They do not 
like this haunted land and are easily panicked. 
This group is waiting for their chieftain and 
his guards and Berem to return from the 
mins. There is a 20% chance each turn that 
anyone sneaking into camp will be discovered. 
If attacked, the minotaurs will rally around 
the campfires. If things look grim, they will 
flee. Should they reach the bay, they will 
sneak out to the pirate ship and cut its anchor 
so that it runs aground. Then they will wait for 
the return of the party. 

In the camp are 3 casks of mead, 50 days 
rations, and a sack of 100 steel. One minotaur 
has a worthless treasure map to Misty Island. 

If the party attacks. Lady Lengstrien and the 


Wizard should help, possibly saving someone 
from a sneak attack. 

event 51: Ooom fRom Below 

On second day of travel inland this occurs. 

Sand and locusts have stripped the land 
bare. There is only an occasional sand liz¬ 
ard, the size of a stag, striding across the 
dunes. You have just encountered one of 
these beasts basking. He stares at you, lick¬ 
ing his reptilian lips. Suddenly, he raises 
his head looks around. Then in a flurry of 
sand he digs into the ground burying him¬ 
self. 


The sand lizard was responding to the 
approach of a giant sand worm. If the charac¬ 
ters pay attention, they will fed the ground 
tremor and might even sight the telltale wave 
of sand rippling to one side. The sand worm 
(use the sea serpent's statistics) will erupt in 
the midst of the largest group causing all to 
make Dex checks at -2 to stay on their feet. 
Any crew members are treated as having Dex 
= 12. 

The Lady should appear a likely target of 
the worm so she can be saved. She will express 
her thanks and admiration through the wiz¬ 
ard. 

A mile further, the characters will find the 
remains of three minotaurs, earlier victims of 
the worm. There is no sign of Berem. 

event 52: SuBteRfuqe 


On the evening of the second day, you 
sight a tower standing on a steep hill sev¬ 
eral miles away. Lendle Chafka, the 
gnome, is excited and says that it is of 
gnomish design. What treasures might it 
contain he wonders. 


Camping for the night, Lady Lengstrien goes 
off to ''meditate”, while she actually contacts 
the Queen of Darkness to scry Berem *s loca¬ 
tion. Later she will hold private counsel with 
the Wizard, This is their plan. 

The Dark Queen confirms that Berem is 
nearby. The Lady and the Wizard desire to 
delay the party, while they go capture Berem, 
To this end, when the party approaches the 
tower, the Wizard will cas improved phantas¬ 
mal force , showing Berem entering the tower. 
To do this, the Wizard will ask others what 
Berem, looks like. There is a 20% chance that 
one PC will notice something odd. 

The Lady will stay at the front of the party 
while the Wizard moves slowly to maintain 
the illusion. They want to lure the party into 


the tower and activate its automatic defenses 
trapping the party while they escape, 

event 53; Chafkas Tower? 

The tower is five stories tall (90 ^). Each of the 
first three floors are 20' tall and the last two 
are 15' tali. Like all gnomish machines this 
tower is full of gears, pulleys, wheels, bells, 
and levers without purpose. 

Every machine has a chance (on Id 10) to 
malfunction, noted as (M#), Whenever an 
item is used, roll for malfunctioning, and if 
one occurs check below for the effect. 

Roll Effect 

1 Mechanism too fast, snaps shut on 
PC (Dmg ld4; AC 4; hp 50) 

2 Mechanism too slow (Crash ld6) 

3 Mechanism stuck, restarts suddenly 
1 chance in 6 each round 

4 Mechanism too strong, moves item 
twice as far as needed (Dmg 2d6) 

5 Repeats action rapidly 

6 Smoulders & Smokes, obscures vision 

7 Red Hot, treat as heat metal 

E Breaks so it can't be used 

Whenever levers, wheels or buttons are 
toyed with use the following table for effects. 

Roll Effect 

1 Jet of steam (Dmg ld6) 

2 Noise sounds 

3 Something breaks off 

4 Clothing is caught by machine 

5 Something starts up 

6 Something flies across room 

7 Sparks 

8 Oil pools; may ignite with sparks 

Each floor is linked by a series of stairs and 
catapult/slidepoie shafts. The stairs will van¬ 
ish or become traps when the alarm is acti¬ 
vated. Each shaft (M2) only works one way, 
though a lever may change its direction. To go 
down, one slides down a pole. To go up, one 
grabs the pole and is launched by a hydraulic 
catapult. If a shaft goes 2 levels, there is a 
valve door in between that should slide open 
when approached. The poles are greasy and 
require a Sir check -3 to stop from sliding. 

There are several automatons in the tower 
which perform various duties. They all have 
the same stats (AC 0; MV 15 *; THAC0 10; hp 
50). 

Cl. Entrance: The tower entrance is on the 
third level and is reached by climbing a series 
of collapsible stairs up the wall. The door is 
featureless metal with no handles. There is a 
bell chain hanging to one side. If the chain is 
pulled, there is the sound of clanging snap- 
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ping metal and one door opens outward, wide 
enough for a kcnder, and stops. The hinges 
are badly rusted and will snap if pul led with a 
total of 35 Strength points or more. All PCs 
pulling must make a Dex check or suffer 4d6, 
C2. Entry Hall: This hall is lined with 
metallic pillars and a door to the right is ajar. 
Trumpets, cymbals and bells will sound when¬ 
ever anyone talks. After the alarm is sounded, 
if a character gets close to a pillar (M3), it 
sprouts tentacles and tries to seize an item. 
The item is then passed to by pillars and 
dropped through a slot into STORAGE, 

C3- Moving Stairs: Here is a mechanical 
stairway the moves upward (M4). Anyone 
stepping on the stairs is swiftly lifted to the 
next floor. If the alarm is sounded, these stairs 
move at high speeds and none can walk down 
them. If they break, a mass of twisted metal 
will block the shaft. 

C4. Cellar Shaft: This shaft leads down to 
Level 1. The shaft seems to end in a metal 
plate one floor down, but this is a valve. 
When the vaive snaps shut it will cut ropes, 
C5. Machinery Room: This room is filled 
with a jumble of noisy, shuddering machines. 
Shaft “b” leads up to Level 4. These machines 
steam driven by subterranean heated waters. 

Destroying machines results in scalding 
steam (Dmg ld8) and a +1 to malfunction 
chances. 

There is a trash chute near shaft "b”. An 
automaton appears to pick up anything fall¬ 
ing down the chute and throw it into a furnace 
(2d6 points per round), 

C6. Arrowslits: This hallway is lined with 
arrow slits. When the alarm is activated, a 
crossbow bolt fires every time someone passes 
a slit (THACO 14). 

Cl . Ramp Stairs: These are stairs up to 
Level 5. When the alarm is activated they turn 
into a greased ramp when stepped on and 
characters slide down into a 10' pit of goo 
tide). 

C8. Kitchen: Shaft “b” comes up from 
Level 1. There is a trash chute here. When 
entered an automaton activates and starts to 
throw flour everywhere. After a while it will 
chase characters around with a pepper shaker. 
There is a fireplace here with a small chimney, 
€9. Dormitory: When the door to this 
room is opened an automaton will burst out of 
the closet and attempt to catch characters and 
dump them down the trash chute in C8. 

CIO, Study: This room has a small tabic 
and stool of metal and a shaft leading down to 
Level 2. Diagrams litter the table. Lendle 
finds them particularly interesting and can't 
seem to take enough along. Under one table is 
a metal chest with a rusty lock. There is a note 
attached saying, “Lost key, but press on side 


and will open.” There is a hidden button on 
one side, but when pressed, a small spring 
breaks out. The lock has AC 0, hp 8. 

Inside the chest is an iron cobra (AC 0; HD 
1; Dmg 1-3 + poison; THACO 18; hp 4), The 
years have diluted its poison so it causes a fum¬ 
ble effect for 1 -4 days. The chest holds 3 pearls 
worth 250 steel each. 

Cl 1. Workshop: This room is full of noise. 
A conveyor belt feeds through one wall into 
the laundry. Shaft M c” leads down from Level 
4, while shaft “d” leads up to Level 5. There is 
a valet automaton here. It will do one of two 
things: seizes characters and locks them in an 
guest room or throws character onto conveyor. 

C12. Guest Rooms: Empty; metal door 
(hp 30). 

03- Laundry: Laundry is fed into a hot 
pool and beaten by a water wheel (ld4/ 
round). Then it is lifted out and dumped into 
the drying room. PCs thrown in will knock a 
box of soap in the water, and suds will Fill the 
room. 

04. Drying Tunnel: Upon entering this 
room a gust of hot air buffets the PC, Make a 
Dex check or stumble into the drying tunnel. 
This tunnel spins and hot air buffets the char¬ 
acter Con check each round or take ld4 
points. To escape the tunnel requires a Dex 
check at -2. 

05. Quarters: This is a bedroom. A shaft 
leads up from Level 2, There is a metal ladder 
up to a trapdoor in the ceiling. There is a fire¬ 
place with a large chimney on one wall. 
Behind a curtain is a narrow closet, when 
someone steps inside they are instantly 
drenched with icy water. 

This shaft has a valet function and works 
whenever used. Roll ld4 for effect. 

Roll Effect 

1 Metal hands pull off boot and stick 
a nightcap on feet, cannot get 
free of pole without help 

2 Metal hands tear off belt and shove 
slippers into mouth 

3 Metal hands slides gight 
shin over body and pole 

4 Metal hands rip off clothes, stick a 
pipe and brush in mouth and douse 
with cold water. Then throws 
victim onto broken bed (ld4) 

All garments pulled off victim are thrown 
down laundry chute. Chute is too steep to 
climb. The ladder becomes red hot if the 
alarm rings. 

Cl6, Den: There is a draped stone table 
here. Beneath the cover a crystal hemisphere is 
fastened. It works as a crystal ball when the 
command word “Chafka” is spoken. This is 


Lendle s last name and he may talk to himself. 
The PCs will be able to see where Berem is. 

Cl 7, Watch walk: This place is harmless 
until the alarm is activated. Any ropes thrown 
over the side are cut. The metal walls are -50% 
to climb and strong winds will cause any flying 
or levitating to save vs Petrify each round or 
crash into the wall for 3d6 points of damage. 
The door will cause ld4 points of shock dam¬ 
age each time it is touched. It requires a total 
of 25 Str points to open. 

Cl8. Rooftop: On the rooftop is a garden a 
bell, a flagpole, a chimney and a trapdoor. 
The garden is overgrown and has strangle 
vines and giant puffballs that explode into a 
stinking cloud for 1-4 rounds on a loud noise. 

The bell is the tower alarm. When rung it 
will activate the defense mechanisms and lock 
all of the doors. 

The flagpole is rotten. If it is touched it will 
topple causing ld8 points of damage. 

The chimney is big enough for a kender. 

event 54: Betrayal 

When the party reaches the top of the tower, 
the Lady insists that she sees someone hiding 
in the garden While this is being searched she 
will stumble and ring the alarm, activating 
the tower's defenses. While all rush about to 
see what is happening, she and the wizard will 
withdraw from the party. 

Alarms ring, bells chime and horns hoot. 
Above it all comes the sound of a mocking 
laugh. Lady Lengstrien and her wizard 
have retired to one edge of the roof and it 
is she who mocks the party, “The time has 
come to end this charade ” she says. With a 
gesture from her dainty hand, the blue 
wizard is suddenly twisted and deformed. 
His size doubles and triples, and wings 
sprout from his back, till there perches a 
blue dragon. 


Lady Lengstrien doffs her veil and wig and 
reveals her true identity as she swiftly mounts. 
She bids farewell to her comrades, saying that 
this is for the best, now none will be harmed. 
And before the PCs can react, Skie lifts into 
the air with the bear of mighty pinions. 

event 55: tfie Qauntlet 


Dragon and booted tracks lead in among 
the abandoned buildings to a keep built 
into the side of the cliff. Before stairs that 
descend to an open door lie the mangled 
claw, one by sword. Dragon tracks leave, 
but the booted continue. 
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This building is a facade for a network of 
chambers carved out of the mountain. Within 
is Clarion's lair, and the refuge of Berem. The 
dragon’s entrance is an inaccessible cave high 
above in the cliff. The roofs of the lair are 
missing, but the walls and rubble are so unsta¬ 
ble it is suicide to try to cross them. 

Kitiara is hunting Berem and is only a few 
rounds ahead of the party, delayed by earlier 
foes. Clarion has retreated before her casting 
spells from scrolls in bis defense. He has cast 
dairaudience above the ruins to watch the 
progress of the intruders. 

Gl. Fire Trap: The entrance is charred and 
still warm from the discharged fire trap. 

G2 + Broken Bridge: The hall divides, one 
branch ends in a collapsed passage, the other 
stops before a chasm with a broken bridge. 

To cross the collapsed area, each PC must 
save vs Petrify or take 2d4 points. Beyond are 
stairs that lead up to a windy open room. 
Blowing grit scours the flesh and blinds, but 
PCs can spot Kitiara just ahead, and Berem 
running down a hall looking for a refuge. 

The broken bridge is a phantasmal force , 
there is really a complete bridge here. The 
chasm is 30' wide and 30' deep. 

G3. Flooded Room: Stairs lead down into 
this room which is flooded with 10' of icy 
water, resulting from a melted wall of /ce. The 
first PC in will see Kit across the room, leave 
through another raised door. If characters try 
to swim, they must make a Con check each 
round or suffer ld4 points. To climb out 
requires a successful Dex check at -4. 

For those who look carefully a submerged 
arch and stairs up can be sighted. Successful 
Dex checks are not needed to climb the stairs. 
These stairs lead to a locked room. The rear of 
the room has a hole in the floor that drops to 
the hallway before G4, On the floor are the 
shattered bones of some poor soul and his tat¬ 
tered cloak. It is a robe of useful items , The 
patches it has are: 


Ladder 

Pit 

Potion: Extra Heal 

Window 

Door 

Bag of 100 steel 

Rowboat 

Pit 

10 Gems (100 stl) 

Dagger 

Lantern 

Scroll: Dispel Mag 



(IS) 

Mirror 

Pole, 10' 

War dog 

Rope, 50' 

Rope, 50' 

Meat haunch 

Sack 

Sack 

Cask of brandy 

Torch 

Bon6re 

Caltrops, 10 

Mouse 

Crowbar 

Wasp Nest 


G4. Gas Cloud: Wet footprints lead down 
the hall ahead into a noxious green cloud that 
fills the passage. This is a stinking cloud . It 
fills the hall for 50 feet. On the floor before 
the cloud is an empty potion bottle. Charac¬ 


ters entering the cloud must save vs Poison or 
they can not move. The cloud will last for 5 
more rounds, 

G5. A Maze: Beyond this point is a maze 
of corridors that lead nowhere. A trail of water 
leads to a bolted door. Beyond is a room lit¬ 
tered with rubble. In the far wall an odd hole 
shimmers, it is a passwalL The spell will fade 
after the party steps through. Beyond the hole 
is a 10' drop to a tunnel. 

Gb. Roller Ball: These tunnels appear nat¬ 
ural and there are no doors out. The tunnels 
form a circuit about 600' long. Clarion will 
use telekinesis to roll a large boulder around 
the corridor. The boulder will circle once every 
2 rounds. Characters must make a Dex check 
to avoid being hit for 2d6 points of damage. 
The boulder attacks for 14 rounds. There are 2 
pits at 150' from the exit. Each pit is 5'deep 
and can hold 3 characters, PCs in a pit do not 
take damage , but the rock may stop on top of 
it, requiring a total of 45 Str points to move. 

Some 300' from the entrance is a ramp 
leading up. However, Clarion has cast a grease 
spell on the ramp. Characters who stand up 
from a fall or climb out of a pit are at -2 on 
their Dex check for that round. 

G7, Smoky Chamber: This chamber is very 
warm and filled with blinding, choking 
smoke from a pyrokinesis spell. The room is 
divided by a 10' wide river of lava, 2d8 points 
of damage each round stood on. There is a 
chandelier overhead that is strong enough to 
hold one character at a time and will break on 
a 1-2 on l d8 if two characters use it at the same 
time. The chandelier is 10' overhead. 

G8. Muddy Slough: A transmute rock to 
mud cast on the tunnel wall has filled the hall 
with a muddy morass, 60' long. From cover 
ahead, Kitiara fires crossbow bolts at the party 
for 2-5 rounds or until it looks like they might 
cross. She tells them to give up and turn back. 
Then she continues on. 

G9, Ebony Death: This narrow passage is 
flanked by stony stalagmites. Four lie toppled 
and shattered in the middle of the room. 
These are really Evaid's black tentacles. There 
are 8 tentacles remaining, 

G10. Dead End: Here the corridor 
branches. To the right is blocked by a web 
holding back debris. This is the way Kit went. 
Clarion, cast the web to trap her, bur Kit man¬ 
aged to corner Berem and find a secret door. 
She collapsed the passage to block the way. If 
the web is removed, anyone in front of it in 
the corridor will be hit for 2d6 points of dam¬ 
age (save vs Petrify for half). It will take 2 
rounds to dig the passage clear. 

The other passage empties out into a large 
roofless chamber. 

Gil. End of the Line: This chamber is 


100' in diameter. There is a cliff opposite the 
entrance, and 20' above the floor is a 10' 
wide opening, A boulder sits in the middle of 
the entrance and must be climbed over. 

Shortly after the party enters the room, 
Clarion will cast dispel magic at 18th level on 
the largest group possible. 

Next he will enlarge the boulder to block 
their retreat. Then he will cast a wall of fire 
halfway across the chamber pinning the char¬ 
acters against the entrance, and slowly move 
the wall toward them. He will growl that at 
last the minions of evil are his. If the charac¬ 
ters can convince him that they are good, he 
will end the spell and call to them to climb the 
cliff. 

event 56; t)RAQon den 

The chamber beyond the cave mouth is the 
lair of Clarion, the bronze dragon. It is 40' 
tall and 100' in diameter. Water cascades 
down the left wall forming a pool, and side 
rooms can be seen behind stony pillars. Coins 
litter the floor, A tunnel in back leads out. 

Clarion lies here dying from poison used by 
Kitiara. If he finds the PCs to be friends he 
will ask them to bring him the neutralize poi¬ 
son potion from a side room. 

Initially wary, Clarion will use his repulsion 
breath when 2-3 characters climb up the cliff. 
He will only use his last breath as lightning if 
the PCs continue to attack. If Clarion is 
helped he will help, offering his treasure for 
their aid, Half of his magic treasures are hid¬ 
den beneath a boulder that requires total 
Strength of 20 to move. 

His treasure includes 4,000 cp, 10,000 ep, 
2,000 stL, 20,000 sp, 16,000 gp, 1,000 pp, 
4 Potions: Climbing, Extra-Healing, Speed 
Neutralize Poison, & Speed 
Boots of Striding & Leaping Wand of Fire, 32 
charges Scroll of Protection vs Breath Weapons 
(Half damage, save for none) 

event 57: ftespeRAte Chase 


You emerge from the shadow of mined 
buildings. Before you towers a cliff, a nar¬ 
row trail winds back and forth up its face. 
You can see the dragon highlord halfway 
up the trail with Berem in tow. At the crest 
of the cliff a blue dragon bugles a warning. 


Kitiara is escaping with Berem! The PCs must 
stop her before she reaches Skie who is 
perched atop the cliff. High winds in the val¬ 
ley, present a risk that any flying or levitating 
will crash into a cliff face. Save vs Petrify each 
round or take 3d6 points of damage. 
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Kitiara is 300 yards away from Skie, and it 
will cake 10 rounds for her to reach the top. If 
the characters are unhindered, they can over¬ 
take Kitiara in 6 rounds, closing 50 yards each 
round. For every round the PCs are delayed, 
attacking or crossing an obstacle, Kit opens 
her lead by 50 yards, 

Skie will attempt to delay the characters by 
dropping boulders (2d8) starting at -8 to hit, 
but gaining +1 every round the PCs climb. 
He will cast spells when the party gets in 
range. On the third round that the PCs climb 
Skie will breathe lightning once on the cliff to 
cause an avalanche (3d8 t save vs Petrify for 
half). It takes 2 rounds to cross the rock slide. 
One character may try to ride Clarion in the 
high winds. He may only use one handed 
weapons, and when attacking from dragon- 
back, must make a Dex check or slip. If a char¬ 
acter slips, he must make a Sir check to pull 
himself back up; If he rolls a 1-4 he falls. Clar¬ 
ion has only one breath left, and has 30 hp. It 
will take 4 rounds to reach the cliff top. He 
will not pursue Skie if he flees. 

If Kitiara takes 45 points of damage, she 
staggers and Berem wrenches free. But stum¬ 
bling, he pitches off the trail and falls to his 
death. Kit will be rescued by Skie, 

If Kit reaches the top, it takes her 2 rounds 
to mount and fly away. Should Kitiara escape 
with Berem they will fly out to sea. There, Kit 
or Skie, due to apparent wounds from fight, 
falters and Berem wrenches free and plum¬ 
mets to his "death” in the sea. 

event 58: A faRewell, foH now... 

Once Berem has died or Kit escapes, she will 
return for one last taunt from dragonback. 

So fate, has turned its back this time? Well 
enough! Be glad that I have no further 
quarrel with you. You are w r orthy oppo¬ 
nents, why not join me? Together, we 
would be invincible! I await your answer 
when next we meet again. Farewell! For 
now,.. 



epilogue 

The adventure may end in different ways 
depending on the outcome of the final chap¬ 
ter, Y>u will have to create the mood of victory 
by making it seem that the party's actions 
caused the success and not the hand of the 
gods. The following event occurs after Kitiara 
exits. 

If Berem fell to his "death” at the base of 
the cliffs, one of the PCs will see that he still 
moves, if but feebly. Encourage the PCs to 
believe, that If they move swiftly and cure 
Berem he will yet live. 

If Berem fell to his "death” in the ocean 
then this event occurs when they return to the 
Perechon. Dolphins leap and cavort in the 
waves. One is Apoletta, and she will try to get 
the PCs to meet her in an isolated place where 
the others can not see her change shape. She 
saw Berem fall, and sent some fish friends to 
see if they could help. If the characters desire, 
she will have the body brought to them. 

lo everyone's dismay, when Berem is brought 
he is found to be barely alive and can be saved if 
the PCs cure him immediately. 

If some other ruse was used to save Berem 
then he remains alive and well. 

Once Berem is saved, you should give the 
PCs a chance to rest and plan what they will do 
next. If the characters are to continue on and 
play DL13, Dragons of Truth T then either 
Apoletta or Zebullah, or the bronze dragon 
Clarion, counsels the PCs to seek out the King 
of All Good Dragons. If they can find his 
domicile and prove themselves worthy, he 
may advise them how they might yet defeat 
the Dark Queen's plans. The King lives in a 
place called, Glitterpalace which is many 
places and none. The best starting point is to 
seek the Eanh Dragon, the keeper of the 
secret to the Gate, Legend last mentions his 
appearance on an island far to the north. 

If the characters do desire to continue on they 
may wait for Maquesta to complete repairs on 
the Perechon (3-18 days), then she will transport 
them as far as Port Kalaman where they can hire 
another ship, Or they may appeal to the sea elves 
to let them drink the elixir of water breathing 
and have them take them to a shore near Kala¬ 
man. 

If the PCs choose not to continue on , they 
will find plenty of adventure exploring other 
ruins, helping Maquesta invade the minotaurs 
to carry off their treasure, searching the secrets 
of the deep sea, or helping the rebels harass 
the Dragon army. 

The characters have survived their most dif¬ 
ficult ordeal. From here, victory is but a short 
journey, if they prove worthy. 
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ORiqon, amphi 

FREQUENCY: Rare 
tt APPEARING: ld4 
ARMOR CLASS: 3 
MOVE: 6"#18'//12" 

HIT DICE: 7 
% IN LAIR: 50% 

TREASURE TYPE: F 
# ATTACKS: 3 or 1 
DAMAGE: 2-3/2-3/366 
SPECIAL ATTACKS: Tongue/Spit 
SPECIAL DEFENSES: Acid Warts 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Very 
ALIGNMENT: Neutral Evil 
SIZE: 1(23 ft. long) 

PSIONIC ABILITY: Nil 
XP VALUE: 823 + 8/hp 

This creature is a unique crossbreed between a 
green dragon and a sea dragon. Though it 
bears some of the identifying features of a 
green dragon, it looks most like a giant toad 
with a tail and small vestigial wings. This 
beast cannot fly and moves awkwardly on 
land. However, it can leap a distance of 18 " or 
a height of 6* once every other round. It is 
amphibious and can swim and breathe water. 

An amphi dragon possesses all normal 
dragon abilities. It can detect hidden and 
invisible creatures within 7" and has infra vis¬ 
ion (60-foot range). It also radiates dragon 
awe while charging. 

It has the ability to change the color of its 
skin to match the surroundings. If it remains 
still while camouflaged, it is undetectable 
80% of the time. 

An amphi dragon can attack with two fore 
claws and a bite. It may also project its tongue 
up to 40 feet to capture a foe. To catch a foe, 
the dragon must make a successful to hit roll 
vs. AC 10. A creature stuck to the tongue is 
pulled into the dragon's mouth at the end of 
the round If the tongue suffers 12 or more 
points of damage that round, it releases its 
prey. A victim caught in the dragon's mouth is 
automatically bitten each round. If the victim 
reaches 0 hit points, it is swallowed the next 
round. 

The amphi dragon can spit a stream of acid 
up to 6 " (three times a day). The acid causes 
damage equal to the dragon s hit points. A 
save vs. breath weapon halves the damage 
received. 

The skin of this creature is covered with 
ugly yellow wans containing acid. Each time a 
character attacks the dragon in melee, the 
attacker must make a Dexterity Check or take 
ld6 points of damage from the acid. 


Cta&qon, Sea 

FREQUENCY: Rare 

# APPEARING: ld6 
ARMOR CLASS: 0 
MOVE: 3'//9’ 

HIT DICE: 13 

% IN LAIR: 10% 

TREASURE TYPE: C, H 

# ATTACKS: 3 or 1 
DAMAGE: 2d6/2d6/4d8 
SPECIAL ATTACKS: Breath 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Highly 
ALIGNMENT: Neutral Evil 
SIZE: L(30-ft. diameter) 

PSIONIC ABILITY: Nil 

XP VALUE: 4,900 + 18/hp 

The sea dragon of Krynn resembles a giant sea 
tunic with a dragon's head and clawed flip¬ 
pers. It is awkward on land. 

A sea dragon possesses all of the abilities of 
normal dragons. It can detect hidden and 
invisible creatures within 6 It possesses sonar 
that allows it to see up to 36" in the ocean. It 
causes dragon awe while charging. 

A sea dragon attacks with either its two 
daws and a vicious bite or it breathes a cloud 
of steam (6"x4"x4") three times a day, even 
while underwater. The steam causes damage 
equal to the hit points of the dragon. A save 
vs. breath weapon reduces the damage to half. 

A sea dragon can use ESP at will. Also it can 
use the ability of scaly command. No fish or 
aquatic reptile will attack the dragon, and 
once per day it can command all fish within 
30" for 2d6 turns. Intelligent fish may save vs. 
spell to avoid control , but if successful must 
stay at least 30* away from the dragon. 

eif, Sea 

FREQUENCY: Very Rare 

# APPEARING: lOdlO 
ARMOR CLASS: 4 
MOVE: 9*//16"or30' r 
HIT DICE: 2 + 2 

% IN LAIR: 20% 

TREASURE TYPE: G, S in lair 

# ATTACKS: 1 
DAMAGE: Id 10 

SPECIAL ATTACKS: +1 trident/crossbow 
SPECIAL DEFENSES: Spells/shapechange 
MAGIC RESISTANCE: 90% to sleep & 
charm 

INTELLIGENCE: High + 

ALIGNMENT: Chaotic Good 
SIZE: M 

PSIONIC ABILITY: Nil 
XP VALUE: 30 + 3/hp 


The sea elves of Krynn are divided into two 
races, the D/meme5r/ and the Dargonesti- 
Both races have webbed hands and feet, pos¬ 
sess gills, and can breathe either water or air. 
Both races are also shapeshifters. 

The Dimernesti (Shoal Elves) live in shallow 
waters in kelp beds, reefs, and shipwrecks. 
They have light blue skin and braided silver 
hair. 

Dimernesti once traded with land dwellers, 
but have rarely been seen since the Cataclysm, 
They live in small family groups and hide by 
day. By night they may sneak ashore to raid 
nearby settlements for tools and other necessi¬ 
ties. They are a cautious people, wary of stran¬ 
gers. 

Dimernesti can change shape into that of a 
sea otter, but cannot use spells. 

The Dargonesti (Deep Elves) live in the 
depths of the sea in mountain caves, ancient 
sunken cities, or huge seashell citadels. They 
are a tall, slender race with deep blue skin and 
hair the color of seaweed, 

Dargonesti once traded w r ith the Silvanesti 
House Mariner for forged weapons and tools, 
But quarrels with the haughty Silvanesti sev¬ 
ered the old ties. The Dargonesti have 
retreated from the affairs of the surface world 
where madness seems to rule. Even their term 
for outsiders, “kreeaQUEKH,” holds the 
degree of revulsion and distaste they feel for 
the surface dwellers and their scheming, 
betrayals, and wars. 

Ail Dargonesti can change shape into that 
of their companion of the sea, the dolphin. 
The leaders of the Dargonesti may use spells. 

PRICkleBACk 

FREQUENCY: Uncommon 
# APPEARING: 2d6 
ARMOR CLASS: 7 
MOVE: ft 12* 

HIT DICE: 4 + 4 
% IN LAIR: 10% 

TREASURE TYPE: Q (x3) 

U ATTACKS: lor 4 
DAMAGE: 1-2 or ld6 (x4) 

SPECIAL ATTACKS: Fires spines 
SPECIAL DEFENSES: Camouflage 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Low 
ALIGNMENT: Neutral 
SIZE: 1(12-ft. long) 

PSIONIC ABILITY: Nil 
XP VALUE: S3 -h4/hp 

The prickleback is an aquatic version of the 
manticore. It appears to be a fishy pincushion 
and can fire up to four spines a round causing 
ld6 points of damage each. They can fire 
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eight such volleys. Further, the spines have a 
weak poison (save at + 4). If the victim should 
fail to save, he suffers 2 additional points of 
damage and is overcome with weakness and 
trembling, attacking at -2 to hit, damage, and 
+ 2 to Armor Class. The creature has a weak 
bite for 1-2 points damage. It is 80% unde¬ 
tectable hiding in sea weed. 

School of Salmon 

FREQUENCY: Common 

# APPEARING: 3d6 (x 10) 

ARMOR CLASS: 9 
MOVE: //15" 

HIT DICE: I each 
% IN LAIR: 0% 

TREASURE TYPE: Nil 
tt ATTACKS: Won each target 
DAMAGE: 1 (xW) 

SPECIAL ATTACKS: Mi 
SPECIAL DEFENSES: Obscure 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Animal 
ALIGNMENT: Neutral 
SIZE: S 

PSIONIC ABILITY: Nil 
XP VALUE: 18 + 1/hp 

A school of salmon is harmless unless there is 
blood in the water. Blood brings on a feeding 
frenzy. Anyone caught in the midst of the 
swirling school is treated as if surrounded by 
an obscure spell, The school is 60 feet in diam¬ 
eter, and attacks everyone caught within this 
area, causing 10 points automatically each 
round. If the victim is wearing metal armor 
the damage is reduced by 2 each round. The 
school scatters once it loses half its original hit 
points. 

kmq of the deep 

FREQUENCY: Unique 

# APPEARING: I 
ARMOR CLASS: -3 
MOVE: 3 7/10* 

HIT DICE: 80 

% IN LAIR: 63 % 

TREASURE TYPE: A, H 

# ATTACKS: 8 
DAMAGE: ld6 + 7 (x8) 

SPECIAL ATTACKS: Roar/Darkness 
SPECIAL DEFENSES: Hair net/Regenerates 
MAGIC RESISTANCE: 60% 
INTELLIGENCE: Godlike 
ALIGNMENT: Chaotic Evil 

SIZE: L (80-ft. long) 

PSIONIC ABILITY: Nil 
XP VALUE: 23,600 + 33/hp 

The King of the Deep is a shadow-like being 


created from the life essences of 10 former 
priestlings of Istar. Their wicked minds have 
joined together to form this monster, but they 
can still animate their petrified forms to pro- 
tect themselves. If these forms are destroyed, 
the King dissipates into nothing. 

The King of the Deep has the body of a fish 
covered with a silky tangle of hair, the head of 
a squid, and two monstrous pincers. 

The creature is immune to all mind-related 
spells (i.e,, charm r sleep and hold) and all 
cold-based spells. It has 60% magic resistance 
to all other spells. The King of the Deep can 
regenerate 20 hit points per round. It can also 
cast darkness with a 5 " radius, three times a 
day. The creature is covered by a shadowy 
mane and razor-sharp scales that can snare 
attackers and their weapons. Each time a char¬ 
acter strikes the creature, he must make a 
Strength Check to retain his weapon. 

Once per day the King of the Deep can pro¬ 
duce a horrendous roar that strikes terror in 
the hearts of all who fail to save vs. spells and 
causes them to flee for ld4 rounds. 

The King of the Deep attacks at + 3 with its 
six tentacles and two pincers. A tentacle can¬ 
not be severed. When a tentacle hits on a nat¬ 
ural roll of 20, it seizes its prey and pulls it to 
the creature's mouth in two rounds. If 20 
points of damage is inflicted on the tentacle in 
one round, it drops the prey. Or a total of 30 
points of Strength may pull against the tenta¬ 
cle and hold it back. The King’s mouth is a 
gate directly to the Abyss, This creature can¬ 
not be turned by a cleric, 

Oeath Statues 

FREQUENCY: Unique 
It APPEARING: 10 
ARMOR CLASS: 5 
MOVE: 6" 

HIT DICE: 9 + 9 
% IN LAIR: 100% 

TREASURE TYPE: Nil 
# ATTACKS: 1 
DAMAGE: 2d4 + 1 
SPECIAL ATTACKS: Blinding Gtze 
SPECIAL DEFENSES: + 1 wpn to hit 
MAGIC RESISTANCE: Saves at +4 
INTELLIGENCE: High 
ALIGNMENT: Chaotic Evil 
SIZE: M 

PSIONIC ABILITY: Nil 
XP VALUE: 1,800 + 14/hp 

These 10 figures contain the life force of the 
King of the Deep. They appear to be the pet¬ 
rified remains of men, their flesh turned to 
slate. But they are still vessels of life and may 
be animated by the minds creating the King. 


These 10 were priestlings of Istar, hurled by 
the Cataclysm across the barriers of time and 
space to the Abyss. There the Queen of Dark¬ 
ness welcomed and reshaped them. Now they 
serve Her purpose and reach out from the Pit 
of Istar to spread the reign of evil. 

The death statues can only be struck by + 1 
or better magical weapons. They take only 
half damage from cold, electrical T fire, and 
gaseous attacks. They are immune to spells 
that affect the mind (i.e., charm , hold, and 
sleep). 

Death statues wield mystical war maces. 
Drawing from their link with the Abyss, they 
charge their weapons with a demonic energy 
that crackles about the maces, making them 
+ 2 to hit and damage. These creatures may 
hurl their maces to strike targets and then 
return to their hands at the end of the round. 

If a character looks into the hollow pits 
where the statue's eyes should be, he sees into 
the Abyss and must save vs. death or be 
blinded for 2d4 rounds. Blinded characters 
are -4 to hit and save and may be attacked at 
+ 4 by others. If a character tries to avoid the 
creature's gaze, he must fight at -2. 

For each statue destroyed, the King of the 
Deep loses eight hit dice. If the last statue is 
destroyed, the King vanishes forever. 

SkyfisheR 

FREQUENCY: Rare 
# APPEARING: 2d4 
ARMOR CLASS: 3 
MOVE: 3 724* 

HIT DICE: 4 
% IN LAIR: 13% 

TREASURE TYPE: L, M, N, & Q 
U ATTACKS: lor 2 
DAMAGE: Ids + 2orld6/ld6 
SPECIAL ATTACKS: Dive/Drop 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Animal 
ALIGNMENT: Neutral 
SIZE: M 

PSIONIC ABILITY: Nil 
XP VALUE: 85 + 4/hp 

The skyfisher is an aerial predator. It looks like 
a cross between a giant bat and a vulture and 
has long, dangling hind feet. It attacks with 
beak (ld8 + 2) or talons (Id6/ld6), It can 
dive for its first attack gaining + 2 to hit and 
doubling damage caused, 

A skyfisher tries to capture prey, lift it aloft, 
and drop it onto rocky ground or impale it on 
the branches of a tree. Each time a skyfisher 
hits with its claws, the victim must make a 
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Dexterity Check to avoid the beast's grip. If a 
character fails his check, he is carried aloft for 
ld4 rounds and then dropped. Damage from 
the fall is ld6 for each round aloft plus ld6 
points of damage from impaling or smashing 
on stony ground. A skyfisher also drops its 
prey if it takes 10 points of damage. 

Sliq (QhaqqleR) 

FREQUENCY: Uncommon 

# APPEARING: 6d6 
ARMOR CLASS: 3 
MOVE: 9“(//iy) 

HIT DICE: 3+3 
% IN LAIR: 23 % 

TREASURE TYPE: L, M, B in hit 

# ATTACKS: I 
DAMAGE: ld6 + 2 
SPECIAL ATTACKS: Spittic ld6 
SPECIAL DEFENSES: Cannot burn 
MAGIC RESISTANCE: 10% 
INTELLIGENCE: Average 
ALIGNMENT: Lawful Evil 

SIZE: M (6 ft. tall) 

PSIONIC ABILITY: Nil 
XP VALUE: 110 + 4/hp 

Sligs are distant, larger cousins of goblins and 
hobgoblins. They have been known to ally 
with these races, but always take the lion’s 
share of any reward. Sligs arc 6-foot tall 
fanged humanoids with tough, horny, hairless 
skin and large ears. They are very strong. 
Crafty and sadistic, they are believed to be 
flesh eaters. 

Slig hides are impervious to flame and they 
take no damage from normal fire; they take -1 
point per die of damage from magical fire. 

Sligs fight with heavy war clubs and large, 
biaded polearms such as bardiches and 
voulges. Their strength adds +2 to the dam¬ 
age they cause. Sligs may also bite with their 
fangs for ld4 points of damage. 

All sligs have a caustic spittle that they can 
spit into an opponent's eyes up to three times 
a day. The spittle causes ld6 points of damage 
and the victim must save vs. poison or be 
blinded for ld4 + 1 rounds. 

Every party of sligs is lead by a slig warrior 
with 6 HD able to cause + 3 points of damage. 
A slig tribe is lead by four warriors and a 
champion with 9 HD, able to attack twice a 
round causing +4 points of damage. 

Sligs tend to lair in grottoes, canyons, and 
barren lands. In their lair they may have ld4 
+ 1 giant boars (60% chance) or ld4 ogre 
allies (40% chance), 

Ghaggler are a marine species of slig. They 
live in deep, open water and specialize in way¬ 
laying and sinking ships. They have the same 


statistics as land sligs, 

Spt&eR, WhispeR 

FREQUENCY: Rare 

# APPEARING: Ids 
ARMOR CLASS: 4 
MOVE: 9**12" 

HIT DICE: 8 + 8 
% IN LAIR: 70% 

TREASURE TYPE: C 

# ATTACKS: 1 

DAMAGE: 2d6 + sleep poison -2 
SPECIAL ATTACKS: Webs 
SPECIAL DEFENSES: Jumps 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Low 
ALIGNMENT: Chaouc Evil 
SIZE: L (15 ft. long) 

PSIONIC ABILITY: Nil 
XP VALUE: L200 + 12/hp 

The whisper spider is a rare breed. A hunter 
and a trapper, it weighs no more than a man 
despite its size. It moves so quietly that it sur¬ 
prises on 1-5 in 6. 

A whisper spider can flatten itself against 
the ground and become 80% undetectable. It 
can jump 6" in any direction. 

This breed uses lures and misdirection to 
capture prey, spinning its silk into a wide array 
of shapes. It might create a false spider, a flap¬ 
ping banner, a filmy barrier to hide behind, or 
other shapes. This spider uses 10-foot-wide 
web sheets to trap prey and gain a better 
chance for the killing bite. Prey is snared if it 
fails to save vs. wand. A whisper spider may 
also shoot web strands up to 2" away to bind 
foes (treat as if target is AC 10), 

The spider's poison causes the victim to fall 
into a stupor for 2d4 turns if he fails to save vs. 
poison at -2. 

This spider is one of the few species that 
actually raises its young, carrying them about 
on its back. 


Unftead Beast 

FREQUENCY: Very Rare 

# APPEARING: 1 
ARMOR CLASS: 6 
MOVE: 9*//9" 

HIT DICE: 12 + 12 
% IN LAIR: 35% 

TREASURE TYPE: G 

# ATTACKS: 3 
DAMAGE: 3-m-9/$d8 
SPECIAL ATTACKS: Ensnare & fling 
SPECIAL DEFENSES: 5ee below 
MAGIC RESISTANCE: 20% 
INTELLIGENCE: None 
ALIGNMENT: Neutral Evil 

SIZE: L (20 ft. long) 

PSIONIC ABILITY: Nil 
XP VALUE: 3.950 + 18/hp 

This beast's origins are unknown. The size of a 
small dragon, its bones protrude from rotting 
flesh. It has a great horned head. It walks on 
all fours, but can rear on its hind kgs, balanc¬ 
ing with its stubby tail, to bring Its powerful 
forelimbs to bear It ribs are bare and barbed, 
forming a nasty cage. 

This creature's motives are uncertain. It 
seems drawn to destroy the living, but moves 
as if a mindless juggernaut. The beast is 
turned as a special monster. The beast 
attacks with its sweeping claws and horned 
head. Any character struck by a daw must save 
vs. death or be flung for ld20 additional 
points of damage. The beast may also charge 
its victims, trying to trample them {save vs. 
death or take 3dS points of damage). Anyone 
trampled must also save vs. wand or be snared 
in the rib cage and take ld4 points of damage 
from the barbs each round the beast moves. 

This creature is unaffected by flame and 
suffers only minimum damage (1 point plus 
bonuses) from edged or pointed weapons. 
Blunt weapons affect the beast normally, 
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&Raconians 


Draconians, ordragonmen, arc special troops 
of the Dragon Highlords, They are more pre¬ 
dictable than human forces and more apt to 
follow orders than the ogres and goblins that 
make up the bulk of the army, Draconians are 
not frightened by dragon awe, rather they 
seem to rally around the evil dragons, 

Draconians gain +1 to hit when within 12 * 
of the particular evil dragon they serve. 

Four types of draconians have been encoun¬ 
tered thus far: the stony Baaz, the magic- 
wielding Bozaks, the poison-tongued Kapaks, 
and the shape-shifting Sivaks. Sivak dracon¬ 
ians, First encountered in DL7, Dragons of 
Light , are not present in this adventure. 

The first four types of draconians have 
wings, but only the Sivaks can truly fly. The 
three movement rates given are for walking, 
running while flapping wings, and gliding. 
They can glide a distance of four times the 
height they launch from. 

A fifth type of draconian is introduced 
here, the mind-bending Auraks. Auraks do 
not possess wings and cannot fly, but they do 
possess a limited dimension door ability. 

Draconians serve many roles for the Dragon 
Highlords. Kapaks, wielding poison blade 
and arrow, are used as assassins and archers. 
The magic-using Bozak, wielding short 
swords, are used as special forces and to com¬ 
mand draconian squads. Sivaks form the elite 
forces, wearing heavy armor and able to swing 
two-handed swords easily. Baaz are the com¬ 
mon soldiers, the bulk of the troops. They are 
often used to scout as they can disguise them¬ 
selves in robes. Finally, the Auraks are rare and 
special generals of the draconian armies. They 
are also used as special agents who can pass 
undetected among humans. 

Those who have played DL9, Dragons of 
Deceit , discovered that draconians are created 
by corrupting good dragon eggs. Baaz are 
derived from brass eggs, Bozaks from bronze 
eggs, Kapaks from copper eggs, Sivaks from 
silver eggs, and Auraks from gold eggs. These 
ate the very eggs that the Queen of Darkness 
swore to protect in return for the good 
dragons' pledge not to interfere in her war 
against the peoples of Krynn. 

The corruption of the eggs is the work of an 
evil triad, Wyrllish the cleric, Dracart the 
mage and the ancient red dragon Harkiel, the 
Bender. Through arcane spells they cause the 
eggs to grow and its occupants to multiply. 
Then Wyrllish opens the gate to the Abyss, 
and souls of the Dark Queen's minions, the 
abishai, rush forth to inhabit the new bodies. 

This diabolical corruption is not yet known 
to the heroes of this adventure, nor to the 
good dragons here. 

Draconians are creatures of magical origin 


and when they are slain, the odd enchant¬ 
ments that formed them create spectacular 
and deadly death scenes. 



AURAK 


FREQUENCY: Rare 

# APPEARING: 1-2 


ARMOR CLASS: 
MOVE: 

HIT DICE: 

% IN LAIR: 
TREASURE TYPE: 

# ATTACKS: 
DAMAGE: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


0 

15* 

8 

10 % 

K, I, N, V 
2 or 1 

ld8 + 2 (x2) or spell 
Spells i Sr Breath 
Save at +4 


MAGIC RESISTANCE: 30 % 
INTELLIGENCE: Exceptional 

ALIGNMENT: Lawful Evil 


SIZE: 

PSiONIC ABILITY: 
XP VALUE: 


M(7ft.) 

Nil 

1,800 + 10/hp 


Auraks are the special agents of the Dragon 
Highlords. They are the most powerful of all 
draconians and the most devious. 

In natural form, Auraks appear to be 7* 
foot-tall, sinewy draconians with short tails 
and no wings. 

Auraks cannot fly, but move as fast as other 
draconians on the ground, moving 15" run¬ 
ning or swimming, Auraks, however, do pos¬ 
sess a limited ability to dimension door up to 
6* away, three times per day at will. 


The senses of Aurak are heightened so that 
they have infravision good to 60 feet, and can 
detect hidden and invisible creatures within 
4 They can also see through all illusions. 

Auraks have several natural defenses that 
they can invoke at will. They can turn invisible 
once each turn until they attack. They can 
polymorph self into the shape of any animal 
their size, three times per day But the most 
diabolical ability is to change self three times 
per day to resemble any individual human or 
humanoid and to perfectly imitate its voice. 
This effect only lasts for 2d6 + 6 rounds. 

Auraks have three modes of attack. They 
can generate blasts of energy from each of 
their hands (IdS + 2 damage with each), 
striking targets up to 6* distant. When using 
change self they appear to be using the 
appropriate weapon, but are really attacking 
with energy blasts. They also may attack with 
claws and fangs (Ld4/ld4/ld<5). Three times 
per day they can breathe a noxious cloud (5- 
foot range). Victims caught in the cloud must 
save vs, breath weapon for half damage or suf¬ 
fer 20 points of damage and be blinded for 
ld4 rounds, 

Auraks can also cast two spells each of 1st to 
4th-level magic-user spells. Their preferred 
spells include these: enlarge t shocking grasp, 
ESP, stinking cloud, blink , lightning bolt, fire 
shield, and wall of fire « 

The Auraks' most insidious power is mind 
control. They can use suggestion once per turn 
at will, but they must concentrate. And once 
per day they may mind control one creature of 
equal or fewer hit dice for 2d6 rounds through 
unbroken concentration. Mind control lets 
the caster control the actions of the target as if 
it were his own body. The target may try to 
save vs, breath weapon to avoid the effect. 

When an Aurak reaches 0 hit points, it does 
not die, but immolates itself with eerie green 
flames and enters a fighting frenzy ( + 2 to hit 
damage damage). Anyone attacking it suffers 
ld6 points of damage each round from the 
flames, unless a save vs. petrify is made. Six 
rounds later, or when the creature reaches -20 
hit points, it transforms into a whizzing ball 
of lightning, striking as a 13-HD monster and 
causing 2d 6 points of damage to those struck. 
Three rounds later it explodes with a thunder¬ 
ous boom, stunning all within 10 feet for ld4 
rounds (2d4 if underwater) and causing 3d6 
points to ail within 10 feet (no save allowed). 
Any items within range must save vs, crushing 
blow or be destroyed. 
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BAAZ 


BOZAK 


KAPAK 


FREQUENCY: 

Uncommon 

FREQUENCY: 

Uncommon 

FREQUENCY: 

Uncommon 

# APPEARING: 

2d IQ 

# APPEARING: 

2d 10 

# APPEARING: 

2d 10 

ARMOR CLASS: 

4 

ARMOR CLASS: 

2 

ARMOR CLASS: 

4 

MOVE: 

6*/15*fl8* 

MOVE: 

6 M /15 M /18* 

MOVE: 

6V15V18 ' 

HIT DICE: 

2 

HIT DICE: 

4 

HIT DICE: 

3 

% IN LAIR: 

5% 

% IN LAIR: 

15% 

% IN LAIR: 

15 % 

TREASURE TYPE: 

J\ K, L, U 

TREASURE TYPE: 

U 

TREASURE TYPE: 

K t L, M 

# ATTACKS: 

2 or 1 

# ATTACKS: 

2 or 1 

# ATTACKS: 

l 

DAMAGE: 

ld4i ld4 or by weapon 

DAMAGE: 

Id4/ld4 or by weapon 

DAMAGE: 

ld4 

SPECIAL ATTACKS: 

None 

SPECIAL ATTACKS: 

Spells 

SPECIAL ATTACKS: 

Poison 

SPECIAL DEFENSES: None 

SPECIAL DEFENSES: Saves at +2 

SPECIAL DEFENSES: Acid Pool 

MAGIC RESISTANCE: 20% 

MAGIC RESISTANCE: 20% 

MAGIC RESISTANCE: 20 % 

INTELLIGENCE: 

Average 

INTELLIGENCE: 

High 

INTELLIGENCE: 

Average 

ALIGNMENT: 

Lawful Evil (Chaotic) 

ALIGNMENT: 

Lawful Evil 

ALIGNMENT: 

Lawful Evil 

SIZE: 

M (5 1/2 ft.) 

SIZE: 

M (6 ft. +) 

SIZE: 

M (6 ft.) 

PSIONIC ABILITY; 

Nil 

PSIONIC ABILITY: 

Nil 

PSIONIC ABILITY: 

Nil 

XP VALUE: 

81 + 1/hp 

XP VALUE: 

17 5 + 4/hp 

XP VALUE: 

105 +3/hp 


Baaz are the smallest of their species and are 
the most plentiful of the dratonians, They axe 
the Dragon Highlords' common ground 
troops. At the bottom of the draconian social 
order, these dtaconians often tend to be cha¬ 
otic in nature and self serving when they can 
get away with it. 

Baa; are often encountered in disguise. 
They conceal their wings under robes and, 
wearing a large hood and mask, can pass 
through civilized lands as spies. 

When a Baaz reaches 0 hit points, it turns 
into a stone statue. The person who struck the 
death blow must make a Dexterity Check at -3 
or his weapon is stuck in the statue. The statue 
crumbles to dust within ld4 rounds, freeing 
the weapon. Its armor and weapons remain. 


Bozaks are magic wielders and can cast spells 
as4th-levei magic-users. Very intelligent, they 
are cruel and cunning warriors, sparing a life 
only if it benefits them. 

Their favored spells: burning hands, 
enlarge, magic missile, shaking grasp, invisi¬ 
bility, /evirate, stinking cloud , and web. 

When a Bozak reaches 0 hit points, its scaly 
flesh shrivels and crumbles from its bones in a 
cloud of dust. Then the bones explode, caus¬ 
ing ld6 points of damage to all within 10 feet 
(no saving throw). 


Kapaks are distinguished by their venomous 
saliva, which paralyzes victims for 2d6 turns if 
they fail to save vs. poison. They often lick 
their weapons (takes one round) before attack¬ 
ing. This venom lasts three rounds. 

Kapaks are larger than Baaz and often bully 
and abuse their smaller cousins. Because of 
the Kapak J s venomous nature, the Dragon 
Highlords employ these draconians as assas¬ 
sins as well as warriors. Kapak are sly and con¬ 
niving, seeking to lure prey into traps and 
tripping foes to gain an advantage. 

When a Kapak reaches 0 hit points, its body 
instantly dissolves into a 10-foot-wide pool of 
acid. All within the acid pool take ld8 points 
of damage each round they remain there. The 
acid evaporates in ld6 rounds. All items pos¬ 
sessed by the Kapak are useless. 
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NAME 

Barracuda, Giant 
Beetle, Boring 
Buffalo 

Crayfish. Giant 
Death Statue 
Dolphin ** 

Draconian, Aurak 
Draconian, Baaz 
Draconian, Bozak 
Draconian, Kapak 
Dragon, Amphi 
Dragon, Blue 
Dragon, Blue (Skie) 
Dragon, Bronze 
Dragon, Sea 
Dwarf 
Eel, Giant 
Elf, Sea 
Elf, Wild 
Ettin 
Gargoyle 
Ghast 

Ghoul (Lacedon) 

Hag 

Hell Hound 
Hobgoblin (Koalinth) 
Jellyfish 

Kender 

King of the Deep 
Leucrotta 
Lion, Spotted 
Men, Common 
Men, Guard 
Men, Warrior 
Mermen 

Minotaur, Bloodsea 
Naga, Spirit 
Ochre Jelly 
Ogre/Chieftain 
Prickle back 
Ray, Manta 
Salmon School 
Sea Serpent, Giant 
Si tine 
Sky Fisher 
Slig/G haggler 
Slug, Giant 
Spectre 

Spider, Whisper 
Taer, Forest 
Umber Hulk 
Undead Beast 
Willow, Black 
Wolf, Dire 
Wolverine, Giant 
Wraith 


AG 

MV 

HD 

hp* 

#AT 

DMG 

SA 

SD 

AL 

THACO 

BOOK 

6 

in G w 

5 

22 

i 

3d4 

None 

None 

N 

15 

M1-8 

3 

6" 

5 

20 

1 

5d4 

None 

None 

N 

15 

M 1-9 

7 

ir 

5 

28 

2 

ids/ids 

Charge 3d6 

Head AC 3 

N 

15 

MI-11 

4 

i 

<N 

* 

‘-O 

4 + 4 

30 

2 

2d6/2d6 

None 

None 

N 

15 

Ml-15 

5 

6* 

9 + 9 

50 

1 

ld6 + 3 

Blinds 

+ 1 wpn to hit 

CE 

8 

DL12 

5 

//3Q' 

2 + 2 

10 

1 

2d4 

None 

Save as F4 

LG 

16 

Ml-29 

0 

15" 

8 

49 

2 or 1 

3-10/3-10 

Spells 

Sec DLI 2 

LE 

10 

DL12 

4 

6'/[15l/18 

' 2 

12 

1 or 2 

Ida or Id4/ld4 

None 

Sec DU 2 

LE{C) 

16 

DL12 

2 

6*/[15*]M8 

" 4 

22 

I or 2 

ld8 or ld4/ld4 

Spells 

See DU 2 

LE 

15 

DL12 

4 

6 J 7[I5']/i8 

* 3 

18 

1 

ld4 

Paralysis 

See DL12 

LE 

16 

DL12 

5 

6"#18//l2 fr 

7 

49 

3 

2-5/2-5/3d6 

See DL12 

See DL12 

NE 

13 

DL12 

2 

9'/24" 

3 

40 

3 

Id6/ld6/3d8 

Breath (40) 

None 

LE 

12 

Ml-31 

2 

9V24" 

9 

63 

3 

ld6/ld(j/3d8 

Breath (63) 

Spells 

LE 

12 

Ml-31 

0 

9"/24" 

9 

72 

3 

ldfi/Id6/4d6 

Breath (72) 

Spells 

LG 

12 

M1-32 

0 

3"//9" 

13 

65 

3 

2d6/2d6/4dB 

Breath (65) 

None 

NE 

9 

DL12 

4 

6" 

2 

12 

l 

2d4 

+ l vs ogre races 

Save +4 lvls 

NG 

16 

Ml-35 

6 

nr 

3 

25 

l 

3d6 

None 

None 

N 

15 

Ml-36 

5 

run* 

Z + 2/4 + 4 

9/20 

1 

Id 10 

See DL12 

See DL12 

CG 

16/15 

DL12 

6 

w 

2+2 16 + 6 

11/28 

1 

Ida 

+ 1 w/bow & spear 

See M2 

LG 

16/13 

M2-63 

3 

12" 

10 

55 

2 

2d8/3d6 

None 

Surprised on a 1 

CE 

10 

Ml-40 


9"/15" 

4 + 4 

26 

4 

ld3/ld3Md6Md4 None 

+ 1 wpn to hit 

CE 

15 

Ml-42 

4 

15* 

4 

23 

3 

Id4/ld4/ld8 

See Ml 

See Ml 

CE 

15 

Ml-43 

6 

rnr 

2 

13 

3 

Id3/ld3/ld6 

Paraly station 

See Ml 

CE 

16 

Ml -43 

7 

rmy 

3 

20 

1 

ld4 

See Ml 

See Ml 

CN 

15 

M1-8C 

4 

12" 

7 

39 

1 

ldlO 

Breath (7hp) 

See Ml 

LE 

13 

MI-51 

5 

9" 

1 + 1 

8 

l 

ld8 + 1 

None 

None 

LE 

18 

M 1 - 5 2 

9 

m* 

4 

30 

1 

Id 10 

Paralyzation 

See Ml 

N 

15 

Ml-79 

7 

9" 

2/4 

9/18 

1 

ld6 or 2-5 

+ 3 w/ sling & bow 

Save +4 lvls 

CN 

16/15 

Ml-50 

-5 

3'//18" 

80 

640 

8 

Idfi + 7 (x8) 

See DL12 

See DL12 

CE 

4 

DL12 

4 

18" 

6 + I 

29 

1 

3d6 

None 

Kick in retreat 

CE 

13 

Ml-60 

5 

12" 

6 + 2 

32 

3 

Id4/ld4/ldl2 

Rear claws 

Surprised on a I 

N 

13 

Ml-61 

8 

12" 

FI 


1 

Ida 

None 

None 

V 

20 

Ml-66 

4 

i2 *nr 

F3 

20 

1 

ldS + 1 

None 

None 

V 

18 

Ml -66 

2 

r 

F5 

30 

1 

Ida + 2 

Bash, !d6 + 1 

Save +2 

V 

16 

Ml-66 

7 


1 + 1 

7 

1 

Ida 

None 

None 

N 

18 

Ml-70 

4 

12" 

8 + 4 

48 

2 

2d4 or ldl0 + 2 

None 

Surprised on a l 

NE 

12 

DL11 

4 

12"//6" 

9 

53 

1 

ld3 

See M l 

None 

CE 

12 

Ml-72 

8 

V 

6 

36 

1 

3d4 

None 

See Ml 

N 

12 

Ml-73 

5/4 

r 

4 + 1/7 

20/36 

1 

Id 10 or 2d6 + 2 

None 

None 

CE 

15/13 

Ml-75 

7 

n u* 

4+4 

18 

4 

ld6 (x4) 

Delirium 

S«DU2 

N 

15 

DLI2 

6 

//I8" 

8 

48 

2 

3d4/2dlO 

See Ml 

None 

N 

12 

Ml-81 

9 

//15 # 

1 each 

5 each 

10 

1 (xlO) 

None 

None 

N 

19 

Dll 2 

2 

//15' 

30 

135 

2 

1d10/3d 12 

None 

None 

N 

7 

Ml -as 

3 

12 "/ / 24 ' 

7 

37 

1 

ld6 + 1 

Sec M2 

Sec M2 

NG 

13 

M2-109 

3 

3"/24" 

4 

26 

1 or 2 

3-10 or ld6/ ld6 

Dive 

None 

N 

15 

DL12 

3/0 

9'//15' 

3 + 3/9 

18/66 

1/2 

3-8 

See DL12 

See DL12 

LE 

16/12 

DL12 

8 

6"//12' 

12 

88 

1 

Id 12 

Spit acid 

See Ml 

N 

9 

Ml-88 

2 

15*// 30* 

7 + 3 

36 

1 

Ida 

Energy drain 

+ 1 wpn to hit 

LE 

13 

Ml-89 

4 

9"*l2"//6 

"8 + 8 

62 

1 

2d0 

See DL12 

See DL12 

CE 

10 

DL12 

4 

18* 

5 

25 

3 

Id4/ld4/ld8 

Stench 

Immune to cold 

N 

15 

M2-117 

2 

6"( re*) 

8 + 8 

64 

3 

3d4/3d4/2d5 

Confusion 

None 

CE 

10 

Ml-98 

6 

rnr 

12 + 12 

108 

3 

2-5/2-9/3d8 

See DL12 

See DL12 

NE 

8 

DL12 

2 

'U w 

16 

90 

10 

ld4 (xlO) 

See M2 

See M2 

N(E) 

7 

M2-126 

6 

18' 

3 + 3 

21 

1 

2d4 

None 

None 

N(E> 

16 

Ml-101 

4 

i5 *nr 

4+4 

32 

3 

2-5/2-5/2d4 

Musk 

None 

N(E) 

11 

MI-101 

4 

12 " / / 24 " 

5 + 3 

39 

1 

ld6 

Energy drain 

See Ml 

LE 

15 

M1-1C2 


*** Typical, hit points are listed, here; DM may toughen or weaken. 


** If transformed Dargonesii, they retain their HD and hp. 


AC “ Armor Class 
Dmg 3 Damage 
G = Good 

M \ -# = Mons ter M an ual - p age 
tf - Move when hopping 
N = Neutral 
t - Turns 


AL = Alignment 
E = Evil 
HD - Hii Dice 

M2-tf = Monster Manual Il page 
/ - Move when flying 
r = Rounds 

THACO * Base number to hit AC 0 


tfAT - Number of Attacks per Round 

(E) - Evil tendencies 

hp 3 Hit Points 

MV - Movement rate 

f I = Move when swimming 

SA = Special Attacks 

V = Varies 


C = Chaotic 

fa 3 Fighter, Level # 

L = Lawful 
* = Move in weh 
{ ) - Move when burrowing 
SD “ Special Defenses 














STB 16 WIS 13 CONn THACOii 
INT 11 DEX 16 CHR 15 AL NG HP 


AC 4 (Leather Armor + z; DEX bonus) 

WEAPONS #AT 3/1 

LONGSWORD + 1 (5-10/ 3-14) 

Longbow, quiver w/ io arrows <1-6/ 
Dagger (1-4/1-3} 

EQUIPMENT As SELECTED BY PLAYER' 

300 STL/ moo GPW MAXIMUM 

LANGUAGES COMMON, QUALlNESTl Elf, 
Hill Dwarf, Plainsman 


See back of card for more information. 



STB 11 WIS16 CON 11 THACO 16 
INT 11 DEX 14 CHR 17 AT LG HP 42. 


AC 3 (Leather Armor, Cloak of Protection + 3) 

W E APONS W A k H am mer ( l- 3 /1 - 4), Staff of 
Striking/Curing (4-9/ 4-9) 

EQUIPMENT Medallion of Faith, (see Trea¬ 
sures), Golden Circlet, other as selected 

BY PLAYER; 500STL/1000 GPW' MAXIMUM 

Languages: COMMON. PLAINSMAN, HlLL DW'ARF, 
Qualinesti Elf 


Set hack of card for more information. 





caRamon toTH -level Human Fighter 


STR 18/63 WIS 10 CON .7 THACO 11 
INT 12. DEX it CHR 13 AL LG 


AC 3 ( Chain Mail +1 and shield) 
WEAPONS #AT 3/2 

Longsword +1 (2-9/2-13) 

Spear (1-6/1-6) 

Dagger ( 1 - 4 / 1 - 3 ) 

EQUIPMENT AS SELECTED BY PLAYER; 

500 STL/ IOOO GPW MAXIMUM 
LANGUAGES COMMON, PLAINSMAN 

See back of card fur more information. 


RAistLin /TH-level Human Magic-User 


STR 10 WIS 14 CON 10 THACO 19 

INT 17 DEX 16 CHR 10 AIN HP 12. 


AC 3 (Staff of Magics, DEX bonus) 

weapons Staff of Magius + 1(1-8/1-8) 

+ 3 Protection; Can cast Continual 
Light and Feather Fall once per day) 
Dagger (1-4/1-3) 

SPELLS (See Spell Book in Treasures) 

1st; 4 2nd; 3 3rd; 1 4 th: 1 

EQUIPMENT Dragon Orb ; Brooch of Imoc ; 
As SELECTED BY PLAYER, 300 STL/iOOO GPW 

LANGUAGES Common, Magius, Qualinesti 

Sec back of card for more information. 



seRinda 5 TH-iMVF-L Elf Fighter/6th-level Mage 


T 



STR 9 WIS 15 CON 10 THACO 16 

INT 16 DEX 13 CHR is AL LG HP 11 


AC 1 (Splint Mail, Cloak of Protection + 3) 

weapons Dagger +1 (3-6/3-5), 

Longsword + 3 (4-11/4-13), Short Bow, 
(Weapon Specialization in bow; #AT 1) 

SPELLS 1 st: 4 2 nd; t 3 rd: 1 

EQUIPMENT Ring of Projection (Project 
Image), other as selected by player; 

300 STL/1000 GPW MAXIMUM 

LANGUAGES Common, Silvanestl 

Draconian, Quaunesti, Kenderspeak 


See back of card for more information. 

t 


RiveR\vin& jTh-level Human Ranger 


STR 18/ 3 3 WIS 14 CON 13 THACO 11 
INT 13 DEX 16 CHR 13 AL LG HP 31 

AC 3 (Chain Mail; DEX Bonus) #AT 3/1 

WEAPONS Dagger +1(1-3/1-4), Longsword 
+ 2- (3-10,3-14), Short bow, quiver w/ 10 
arrows (Weapon Specialization in bow; 
#AT 3), Flute of Wind Dancing 

SPELLS Druid 1st Lvl: i 

EQUIPMENT As SELECTED BY PLAYER; 

300 STL/ moo GPW MAXIMUM 

LANGUAGES COMMON, PLAINSMAN, HlLL 
Dwarf, Qualinesti Elf 

See hack of card for more information. 



tika wayLan 7 th-levei. Human Fighter 



STR t 4 WIS 12. CON 13 THACO 14 
INT 9 DEXfo CHR 14 AL NG HP 43 


AC 1 (Plate Armor and shield; DEX Bonus) 
WEAPONS ttAT Dagger(1-4/1-3), 

Short sword +1(3-8/ 3-10) Shield bash 

(i-6/i-6) t 

Heavy Frying Pan (1-6/1-4) 

EQUIPMENT As SELECTED BY PLAYER; 

300 STL/ moo GPW MAXIMUM 

LANGUAGES COMMON, PLAINSMAN 
THIEF SKILLS PP 4 o% > OL 3 8%, FT/RT 30%, 
MS 17%, H$lo%, HN13%, CW 87% 


See back uf card for more information. 


kRonn 


4 TH-LEVEL KENDES FIGHTER / 5 TH-LEVEL THIEF 



STR 16 WIS 8 CON 16 THACO 

INT 10 DKX15 CHR 11 AIN 


18 


HP 33 


AC 6 (Studded leather; DEX Bonus) 
WEAPONS Darts, 11 (1-3/1-1; #AT 3), 

CFMFAK + i (SEE BACK OF CARD) 

Weapon specialization, #AT 3/1 
EQUIPMENT As selected by player, 

300 STL / moo GPW MAXIMUM 

LANGUAGES Common, Kenderspeak, 
Goblin, Ogre 


THIEF SKILLS PP 33%, OL 47 %, FT/RT 43%, 
MS 30%, HS 46%, HN 2-3%, CW 73% 


See back of card for more information. 



































Goldmoon , THE LAST PRINCESS OF THE VANISHED QUE-SHU TRIBE. IS 
THE MATE OF RlVERWTND. THE GREATEST WARRIOR THE QUE-SHU HAD 

ever known. Long were his trials to w in her. and sad the cir¬ 
cumstances WHEN AT LAST THEY EXCHANGED VOWS. HE REOPENED 
THE DOORS TO THE OLD GODS AND BROUGHT HER TO AN OFFICE H IGHER 
THAN ANY SHE HAD HELD, FIRST CLERIC TO MlSHAKAL, GODDESS OF 

home, hearth, and healing. Great is Goldmoqn’s responsibility 

TO PROTECT HER COMRADES IN THIS STRUGGLE AGAINST EVIL. 

Goldmoon is brave, dutiful, and deeply religious. She 

MOURNS THE LOSS OF HER PEOPLE, THOUGH VERY MUCH IN LOVE WITH 

Riverwind, of late he seems distant Could her responsibilities 
have caused this gap? Can he not see her love and pride? Now 

SHE SYMPATHIZES W ITH THE BURDEN THAT MAGES CARRY AND THE 
INJUSTICE THEY SUFFER. WITH GREAT POWER COMES GREAT RESPONSI¬ 
BILITY. 


1986 TSR Inc. All Rights Reserved. 


Rive mind, ONCE FAR HUNTER FOR THE QUE-SHU TRIBE, IS NOW ONE 
OF THE LAST SURVIVORS OF THAT PROUD PEOPLE, He IS THE CHOSEN 
MATE OF CHIEFTAIN'S DAUGHTER, GOLDMOON, FIRST CLERIC Ol THE 
REBORN GODS He DARED TO LOVE ABOVE HIS STATION AND HIS LOVE 
W AS RETURNED. HlS ONLY CHANCE TO GAIN GOLDMOON W AS 
FRAUGHT WITH HORROR AND DESPAIR, BUT OPENED THE DOOR TO THE 
OLD GODS. 

A MAN OF FEW' W r ORDS AND QUICK ACTION, RIVERWIND IS AN 
IMPOSING FIGURE. BUT NOW THAT GOLDMOON IS HIS. DOUBT GNAWS 
AT HIM. CAN HE EVER REALLY RISE ABOVE HIS STATUS, IS NOT GOLD¬ 
MOON STILL THE CHIEFTAIN’S DAUGHTER AND HE HER’S TO COMMAND? 

Riverw ind has sworn to follow her until a final home is at 
last secured, and then there WILL be a reckoning. He is qui¬ 
etly PROUD OF MOST OF HIS COMRADES AND IS SWIFT TO HELP A 
COMRADE IN NEED* HlS WOODCRAFT IS A BOON TO ALL THE PARTY. 

HE HAS AN ABIDING DISTRUST OF MAGIC, 

-1986 TSR Inc, All Rights Reserved 


Tika, A FORMER BARMAID. IS THE DAUGHTER OF A THTEF AND CON 
MAN WHO DISAPPEARED W HEN SHE WAS YOUNG. SHE HAD A BRIEF 
CAREER AS A THIEF, BUT IT ENDED W f HEN AN INTENDED VICTIM, OTIK 
SANDATH. OFFERED HER A JOB INSTEAD OF JAIL. HE BECAME THE 
FATHER SHE NEVER KNF,W r . 

TlKA IS BRASH AND SEEMS OLDER THAN HER to YEARS, BUT THIS 
FACADE HIDES HER NAIVETE AND VULNERABILITY. INDEED, SHE HAS 
CERTAIN CHILDLIKE QUALITIES. A FASCINATION W ITH MAGIC AND 
MAGES AND A FEAR OF HEIGHTS DUE TO A BAD FALL LONG AGO. SHE IS 
CONFUSED BY ROMANCE. SHE DISLIKES BOASTFUL MEN AND LIKES 

strong, silent types (Caramon in particular). 

TlKA IS NOW A WARRIOR, BUT RETAINS HER THIEVING SKILLS $HE 
KNOW S SOME SLEIGHT OF HAND TRICKS. SHE WEARS A RING FROM HER 
FATHER ON A NECKLACE, HER ONLY LINK TO HER PAST. TlKA IS A 
CAPABLE SW ORDSWOMAN, BUT SOMETIMES REVERTS TO HER DAYS AS A 
BARMAID, SW INGING A FRYING PAN OR SHIELD TO SMASH HER FOE, 

i e ;tf6 TSR Inc. AH Right* Reserved. 

Kronin alin Thkthknor IS the oldest son of the kender hero 
Kronin. He is anxious to prove himself worthy of his father 

THROUGH GRAND DEEDS OF DARING. KRONN DELIGH TS IN DEVIOUS 
BATTLE TACTICS, BUT IS SLOW' TO WITHDRAW' ONCE ENGAGED, 

KRONN IS ANXIOUS TO PLEASE t BUT EASILY BORED, 

KRONN LEFT HIS HOMELAND YEARS AGO. WHEN THE W AR CAME, HE 
DECIDED TO RETURN TO HIS HOMELAND, BUT CANNOT REMEMBER 
W HERE IT IS, HE ENCOUNTERED SERIND A IN HIS JOURNEYS, HE ENJOYS 
HER HUMOR, AND THE TWO MAKE A DEADLY, IF MISMATCHED, TEAM 
WHEN DANGER THREATENS. FOR SOME REASON, KENDER SEEM AS 
UNPOPULAR AS ELVES IN THIS LAND. 

The chapak is a war axe with two metal prongs for usf as a 

SLINGSHOT THE HILT IS HOLLOW' IRON WOOD. CARVED AS A FLUTE 
AND DOUBLES AS A BLOWGUN. K.RONN STORES <;0 FEET OF SPIDERS ILK 
LINE IN THE CAPPED HILT AND CAN USE THE CHAPAK AS A GRAPPLING 
HOOK. The AXE MAKES AN EERIE WHISTLING SOUND W'HEN THROWN. 
e L986 TSR Inc. All Rights Reserved. 


iknis IS A HALF-ELVEN W ARRIOR W ITH NO FAMILY THOUGH RAISED 
BY ELVES AND ENAMORED OF LAURANA, TANIS NEVER FELT ONE OF 
THEM AND THUS BECAME A W ANDERER. In HIS TRAVELS HE ENCOUN¬ 
TERED AND FELL IN LOVE W'lTH KlTIARA, HALF-SISTER OF CARAMON 
AND RAISTLIN. He HAS NEVER GOTTEN OVER LAURANA OR KlTIARA. 

Tanis is a kind man and A TRUE friend, heroic and self sacri¬ 
ficing He is torn between his human and elven halves and is 

GIVEN TO MANY SELF IX9UBTS ABOUT HIS WORTH. TANIS TRUSTS AND 

supports Goldmoon. He is one of the few w ho can talk with 
Riverwind. He is proud of all his comrades and takes care to 

LET EACH CONTRIBUTE IN THEIR OW N WAY. HE TRIES TO UNDER¬ 
STAND RAISTLIN, TRUSTING HIS CYNICAL INSTINCTS, TANIS SYMPA¬ 
THIZES WITH THE MAGE'S HARD LIFE AND W'ORRIES ABOUT HLS INNER 
TURMOILS 


e 1986 TSR Inc. All Sights Reserved. 

Caramon IS THE TW IN BROTHER OF RaISTLIN. THE TWINS ARE AS 
DIFFERENT AS NIGHT AND DAY WHERE RAISTLIN IS SECRETIVE AND 

cynical. Caramon is open and trusting, cheerful and person¬ 
able. They were both raised by their half-sister Kitiara. for 

WHOM THEY FEEL GREAT WARMTH AND LOYALTY. CARAMON FEELS 
RESPONSIBLE FOR HIS BROTHER, BUT DOESN'T UNDERSTAND HIS CYNI¬ 
CISM. 

Caramon is very loyal to Tanis and Goldmoon s cause. 

THOUGH HE FINDS RIVERWIND A BIT STANDOFFISH. CARAMON LOVES 
ADVENTURE AND ENJOYS HARDSHIP, BUT LATELY HE HAS BECOME 
CONCERNED W ITH TlKA. WHO IS BLOSSOMING INTO WOMANHOOD 
BUT TAKES RECKLESS CHANCES. SOMEONE HAS TO WATCH OVER HER. 


TSR I lie. All Right* Reversed. 

Raistlin is the frail tw in brother of Caramon. They were both 

RAISED BY THEIR HALF-SISTER KlTIARA AND FEEL AN ABIDING WARMTH 
AND LOYALTY TOWARD HER. RAISTLIN VALUES HIS BROTHER’S LOVE, 
BUT RAILS AGAINST HIS OVERPROTECT1VENESS. SINCE RAISTLIN LACKED 
THE MIGHT OF HIS BROTHER, HF. TURNED TO HIS INTELLIGENCE AND 
BECAME A MAGE. HlS SKIN IS A GOLDEN HUE AND HIS HOURGLASS- 
SHAPED PUPILS SEE EVERYTHING AGING AND DECAYING 

With the mantle of the mage, Raistlin assumed great 

RESPONSIBILITY TO USE HIS POWER TO DEFEAT THE EVIL THAT HAS 
GRIPPED THE WORLD. LATELY SOMETHING SEEMS TO BE FEARING HIM 
BETWEEN HIS DUTY AND HIS LOYALTY TO HIS FRIENDS 

Raistlin is a cynic, and not overly fond of people, so he 

OFTEN KEEPS TO HIMSELF. HE HAS A STRONG SENSE OF JUSTICE AND 
DOES NOT LIKE BULLIES He LIKES TlKA'S SPUNK. AND HER EFFORTS 
TO PROVE HERSELF. 


1986 TSR Inc. All Rights Reserved. 

Sennda Elderwood IS A SlLVANESTT HIGH ELF HER FAMILY MET DEATH 
AT THE HANDS OF THE DRAGON ARMY ONLY BECAUSE SHE WAS AWAY 
IN THE SERVICE OF A SEA MERCHANT DID SHE ESCAPE THE SAME FATE. 

On her return she found that elves are hunted and that she 
must always be on the move. 

Her recent travels brought her into the company of 

KRONN, AN IMPISH BUT STALWART KENDER. KRONN HAD BEEN 
SEIZED BY WANDERLUST YEARS BEFORE AND HAD WANDERED FAR 
FROM HIS HOMELAND NOW THEY SEEK TO RETURN TO KRONN'S 
HOME, BUT THEY ARE UNCERTAIN OF WHERE IT LIES. 

SERINDA IS COOL AND AT TIMES ALOOF, BUT SHE HAS PICKED UP 
SOME OF THE KENDhfc'S PUCKISH HUMOR. HER PERSONAL TRAGEDY 
HAS LED HER TO TEND TO THOSE IN NEED, SERINDA HAS A REGAL 
BEARING AND ST ATTIRE THAT ARE DIFFICULT TO HIDE. SHE DISTRUSTS 
PIRATES. 

1986 TSR Inc. Ml Rights Reserved 
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CAMDLELIGHT 


BOMFIRE 


31VW 


3dvai 


aaAODSKi 


10110 m 


SONG 


SGGTH 


31VW 


navai 


aiAODSia 


31VW 


XDaxoad 


aavax 


HHAODSIQ 


DRAGON 


THISTLE 


31V W 


aavai 


aaAODSia 


lD31QHd 


DRAGON 


1V31S 


3QVH1 
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sao 


ARROWROOT 


GEYSER 









































































































































































































































































































































































































































































































































































































































































































































































































1 
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PHOENIX 


SOVHO 


3DWVHD 


WOUODaiSHO 


3DKIVHD 


3OWVH0 


GROVE 


SQ11M 


MOlSHTli 


3 OKI V HO 


3DKIVHD 


3AH3SH*td 


WISDOM 




EMPEROR 


H3M33S 


BRIAR 


MARSH 


MOON 


SEA 


HART 


GMVWWOD 


BALANCE 


STORM 


TVAVallS 


ZENITH 
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Sea 

Dragon 


Sea 

Dragon 




Chariot 


Chariot 


Chariot 


Chariot 


Chariot 


Sea 

Dragon 


Sea 

Dragon 


Sea 

Dragon 
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Merman 



Merman 



Merman 



Sea Elf 



Sea Elf 





Sea Elf 


fa 

Merman 



Merman 



Merman 


Sea Elf 


Sea Elf 


& 



Sea Elf 




Merman 



Merman 


ffli 


Merman 



Sea Elf 



Sea Elf 



Sea Elf 



Merman 
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HJ 


Merman 
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Merman 



Sea Elf 



Sea Elf 



Sea Elf 
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Wounded Wounded Wounded Wounded 


Wounded Wounded 


a m 

Wounded Wounded 





Wounded Wounded 




Wounded 


m 

Wounded 


I M 



Wounded Wounded 



% 







JJ 

Wounded Wounded 

& *4 


Wounded Wounded Wounded Wounded 


Wounded Wounded Wounded Wounded 




Wounded Wounded 



& WU 



Wounded Wounded 



Wounded 





Wounded Wounded Wounded 












Wounded Wounded Wounded Wounded 
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Wounded Wounded 


h, 

Wounded 


1 U 





Wounded Wounded Wounded 

X lA~%% 


fpi 

Wounded 




Wounded Wounded 


Wounded 


Wounded 




Wounded Wounded 



Iff 

Wounded 



ff 

Wounded 




Wounded 

tvm 


Wounded 






Wounded 

Wounded 





Wounded 

Wounded 


Wounded 


Wounded 


Wounded 







Wounded 
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Wounded Wounded 






Wounded 


Wounded Wounded Wounded 
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Wounded Wounded Wounded Wounded 


Wounded Wounded 


Wounded 









Wounded 


-1-- .— 


Wounded Wounded Wounded Wounded 
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The Perechon 


Scale: one square = 6 ft 


map key 

ballista 
stairs 
door 
window 
trap door 
© trap door in ceiling 
g porthole 




1 Main Deck 

2 Maquesta's Room 

3 Kitchen 

4 Armory 

5 Upper Aft Deck 




6 tipper Bow Deck 

7 Combat Turret 

8 Lower Deck 

9 Crew’s Quarters 
10 Passengers’ Cabin 


— Port 


11 Passengers’ Cabin 

12 Passengers’ Cabin 

13 Cargo Hold 

14 Prison Cell 

15 Storage Area 


Starboard 

Stern 


Pirate Ship 


Scale: one square = 6 ft 
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To Northwest Jjl 


To East Tunnel 


map key 
/ J shaft up 
_ OT . secret panel 
coral wall 


The Pit of Istar 


Scale: 
one square 


To Istar 
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Zebulah’s Refuge 

\ Scale: one square = 6 ft \ 




III'- stairs 
U; water 
-O door 
—=— window 

secret door 
• pillar 
iwi curtain 

oil fountain 


lorphic Ruins 

e depends on the DM’s needs. Suggested scale is one square = 10 ft or 10 yds 


_tagnant pools river landings 

Krrm+++fHtH_&e±t 
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tangled groves 
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Geomorphic City Blocks 


Master Caperling’s 

Scale: one square = 10 ft 


1 Front Porch, Tree + Veranda 

2 Dusty Foyer 

3 Hallway 

4 Spiral Staircase 

5 Guesting Hall 

6 Library 

7 Rotting Kitchen 

8 Upstairs Hall + Balcony 

9 Salon 

10 Den 

11 Guest Room 

12 Bedroom 

13 Attic 

14 Private Study 

15 Small Balcony 

16 Captain’s Watch 

17 Root Cellar 

18 Waterdraw Ledge 


Geon 


The sea 
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1 Main Deck (w/Cargo Bays + Lifeboat) 9 Passenger’s Cabin 


2 Fore Deck 

3 Aft Castle 

4 Catapult on Turntable 

5 Armory 

6 Passenger’s Cabin 

7 First Mate’s Cabin 

8 Captain’s Cabin 


10 Steerage 

11 Galley 

12 Navigator’s Cabin 

13 Shipwright’s Cabin 

14 Crew Quarters 

15 Crew Quarters 

16 Mid Deck 


17 Larder 

18 Ballista Decks 

19 Surgeon 

20 Ammunition 

21 Brig 

22 Brig 

23 Cargo Hold 

24 Storage/Fresh Water 




•Mi 


Gnome Tower 

Scale: one square = 6 ft 


level 6 

map key 

door 

double door 
open door 
concealed door 
shaft 
window 
arrow slit 
crenelation 
water 
pit 

conveyer 
machinery 

fireplace 
chimney 
ladder 
stairs 
curtain 

pole/hole in floor 
garden 




level 1 
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Mindweb 
game board 


























































grand facade 


rock fall 


chambers 


mines 


caves 


labyrinths 


caverns 













































































































































































































































































































































































































































































































Scale: one square = 20 ft 


main street 



slums 



a9 




wharves and warehouses 



mansions 



marketplace 
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The Sunken Courts and the Pit of Istar 
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Map Key Scale: 1"= IOyds 


Main Avenue 


Small Streets 


Pit of Istar 
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Official Game Adventure 


Dragons of Faith 

by Harold Johnson and Bruce Heard 


BOOKS 


MODULES 


The Blood Sea of lstar...grim reminder of the 
vengeance of the gods. Roiling and churning 
angrily, these sanguine waters are the grave of 
many a brave sailor. Across this haunted sea 
the heroes must journey to find freedom and 
victory. 

Trapped in lands deep within the enemy’s 
territory, the heroes must seek the shadows to 
evade the Dragon Highlords’ cruel clutches. 

But fate deals them a strange hand, placing 
the cornerstone to the Dark Queen’s defeat 
within their reach. If only they can capture the 
crucial pawn before darkness snatches it away! 

This adventure features a miniature deck of 
TALIS™ cards used in games of skill and 
chance on the world of Krynn. Rules for games 
common to the lands of Ansalon are included. 

Dragons of Faith is the twelfth in the series 
of DRAGONLANCE® adventures for use with 
the ADVANCED DUNGEONS & DRAGONS® 
game system. Included are optional 
BATTLESYSTEM’*' miniatures rules. You can 
play this adventure by itself or as part of the 
grand quest that spans the entire 
DRAGONLANCE saga. 

An Adventure for Character Levels 9-10 
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